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0 PlayStation. 
Sony's long-awaited entry es 

into the platform game 
arena. You've never experi- 2 
enced anything quite as 
sensational as this fully T 
animated cartoon world uS 
coming to life. It's flooded ~F N 
with obstacles, enormous levels, unbeliev- 
able graphics, detailed real-time lighting, 
amazing music and sound effects. Packed 
full of solid gameplay, hidden bonus 
levels, secret pathways and fiendish traps, 
this is the “must-have” game of the year. 
Travel in real time across 3D worlds in over 
30 levels of intriguing gameplay with thou- 
sands of frames of animation! Interact with 
hilarious, fully rendered 3D cartoon-animat- 
ed characters. It’s packed with all the clas- 
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Zach Meston leads a life not unlike that of our 
hero, Crash Bandicoot: his existence is one continu- 
ous video game played out in a tropical paradise. 
Zach is one of the old, grizzled veterans of video 
game book and magazine publishing (at age 24), 
having, over the years, written for, in addition to 
our own PSExtreme: Wired, Video Game Adviser, 
Video Games and Computer Entertainment, 
Computer Player and many others. He has also 
authored a number of video game strategy guides 
dedicated to some of the best selling games of all 
time. Most recently, Zach penned our own 
"Resident Evil: The Official Strategy Guide.” One 
of the nicest guys you'll ever meet, and an 
absolute gaming legend, on those rare occasions 
when he isn't playing or writing about video 
games, Zach can be found on the beach, on the big 
island, jetting off on one press junket or another 
or, most recently, on the beaches of San Diego, 
California. Rumor has it that Zach has, indeed, 
found a female companion that actually under- 
stands why her significant other finds writing 
about video games to be a legitimate life-pursuit ... 
what are the odds?! But, we'll let ZM tell you 
about it in his own words ... We hope you enjoy the 


book and we KNOW you're loving the game. 
— The Boys at Dimension Publishing 


Huge thanks to David "Bossman" Winding for fixing 
what was wrong and improving what was right with 


my strategies; it's a rare treat to have a publisher who 

actually PLAYS the games and knows what he's doing. 
> Greg Öff and Tim Lindquist for making my 

€ me to life in such a 

smith for keeping me 

tas; she's so efficient, 


Naughty Dog for creating such a great game, and for 
his team's contributions to this book. And many 


thanks to Jennifer Barbaruolo for being the grooviest 
_ chick on the face of the Earth. I love you with all my 


heart, shmoopy. 
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Tell us about the origins of Naughty 
Dog and Crash. 


Jason Rubin Naughty Dog): ND’s last pro- 
ject was Way of the Warrior (a one-on-one 
fighting game for the 3D0.) We came out 
here (to Los Angeles, CA and Universal 
Interactive) as a two person team: Andy 
Gavin and I. We didn’t want to do anoth- 
er project that was done by two people 
on a tight budget. Universal Interactive 
offered us not only a larger budget, but a 
lot more. They offered us Mark Cerny’s tal- 
ents and Mark’s history in the video game 
industry. They offered us anything around 
the studio lot to use. And, they offered us 
the ability to attract talent that 
we could mix with Andy’s and 
my talents and, hopefully, create a 
bigger, better project, than Way of the 
Warrior, although I thought Way of the 
Warrior was great for what it was. 
We wanted to attack a genre; the biggest 
of which is definitely the character based 
action game. Although, I think fighting 
games have had a great transition from 
RD to SD, it was very easy, from a game- 
play standpoint and I think it (the tran- 
sition) has been extremely successful. 
I think driving games have, likewise, 
had an extremely easy transition 
from &D to 3D. 
When we studied Crash, there 
was no 3D game, in the char- 
acter platform game genre, on 
| the market at all and we did- 
Å n’t expect that, or we expect- 
ed them, but we hadn’t 
heard of any that had been 
initiated. We knew that 
there was Clockwork 
Knight, but it was more of 
a 2D game with a bunch 


A of SD backgrounds. We 
knew that there was 

F something called Bug on 
the horizon, however we 


had absolutely no idea what it was, but we 
did know it was going to have a 2D char- 
acter. We decided that we wanted to do 
something that was entirely 3D. We want- 
ed to take the genre, as the driving/fight- 

- ing games had 
been taken, from 
RD to 3D, without, 
and this was the 
challenge, losing 
the gameplay and 
the action inherent 
to a great charac- 


eeseeeeeeesocsoceecseoeeeeseeeeoesocesoeeesesssecee QE CLASH 


t=] Bandicoot 
ter based action 
game. That’s hard, 
because, in a fight- 
ing game, you’re 
trying to get as 
close to one other i 

person as you can. 

So, the arena’s 

small, there is not much room to move 
within, you can’t really get out of it. In 
a driving game, even though they’ve been 
RD, they are naturally in 3D; it comes with- 
out any effort. But, in the character based 
action game, we found, when we started 
trying to put everything together, that it 
was very easy to destroy the action by 
going around it and, if you had a choice 
between going head-to-head with something 
and going around it, you just go around 
it and, in a way, you start to ruin the game. 
As we had guessed, and soon found out, 
it’s very hard to design levels, and our ini- 
tial effort proved that theory. It’s very 
hard to design a level, if you can’t con- 


trol where a character is going ... very 
hard. 

So, after a lot of soul searching, a lot of 
code, a lot of levels that were thrown out; 
in fact, as it turns out, exactly one year 
after we began the project, which was 
October 1994, we really began to create 
Crash. So it was .... let’s say, ten months 
after we began, before the first level Git 
actually remains in the game) was ready. 
This means that there was literally a peri- 
od of time, while we were designing the 
first level, where someone else could have 
brought to market a competing game with- 
in the category — that is how we start- 
ed. 


In looking at the game, there is a lot 
of technology that we have never seen 
before. Can you give us an idea of how you 
went about building the game? 


When we started, we knew what other 
people were going to say: “Well, this is a 
good idea — this is the biggest genre in his- 
tory, Mario has sold more than any other 
game”, etc. I think what happened, in the 
end, is that four teams, Nintendo, with Mario 
64, Accolade and Hidetic with Bubsy 3D, 
ourselves, and Crystal Dynamics with 
Pandemonium, decided what they wanted, 
in creating a next-generation platform game, 
and all came up with very different results. 
The question is, are any of them better? I 
don’t know if any of them are better. They’re 
definitely different and I think, in the end, 
it’s great, because one of these directions 
may take the lead and say, hey, this is where 
it should go. On the other hand, maybe all 
three directions are valid. Maybe, in 3D, 
you have more options; maybe you can do 
more. I definitely think, however, that Crash 
is far different from these other games. 

It was really important to us that we cre- 
ated a character that was not only visi- 
ble, but was also non-polygonal looking and 
non-video game looking; something that 
looked like a character that just happened 
to be in a video game, not a bunch of poly- 
gons thrown together. I think we have done 
a pretty good job with the hardware. And 
there are a lot of things we did to accom- 
plish that. When we started, we had Crash’s 
character at the same size and same res- 
olution of polygons, but we didn’t have a 
shadow that he cast on the ground; we did- 
n’t have some of the other tricks we’ve 
pulled with the environment around him to 
link him to the world, and it looked like a 
bad cartoon. My definition of a bad cartoon 
is a foreground and a background, where 
the foreground moves and doesn’t look like 


It took a, lot to marry the two together. If 
you go by a tree and there’s a shadow on 
the ground, you should be dark and I think 
we're one of the only games out there that 
is doing that right now. 


A 


v 


a |): Also, Crash does 
show something that Mario 64, to pick | 
one of the games that Jason referred to f 
earlier, can’t. Crash has close to one mil- || 
lion polygons and there just isn’t enough 
data on the Nintendo 64 cartridge to han- 
dle this level of detail. And it is very expen- 
sive. Not only is Crash a great game, but 
it reinforces CD-ROM as the most flexible, 


3 tour... (to the tune of Gilligan’s Island) 


and cheapest, delivery medium. 


Geometry is just one of the issues. We 
have, in each one of the levels, six to eight 
megabytes of textures — they have eight 
to sixteen megabyte cartridges. So, how 
many levels can you put on a cartridge? 
There’s sound and music and everything 
else on there, as well. If you take each 
piece of a level, we’re already half a car- 
tridge; if you start adding up all the pieces 
of the level, you’re way beyond a car- 
tridge. There’s 64 megs of textures in the 
game. At 16 megs, which is the biggest N64 
cartridge I’ve heard mentioned, that’s huge 
and expensive. Nintendo is talking about 
a 64 DD drive; it’s going to have 64 megs 
of storage capacity. We’re at 64 megs of tex- 
tures in Crash, that’s JUST the textures, 
without any geometry to sit on top of! We 
believe that we have achieved a level of 


4 technology, with Crash, that the competi- 
| tion simply can’t deliver. 


DP: Now that you’ve broached the sub- 
| ject of Nintendo and Mario 64, Crash’s 
world allows the player to move freely with- 
in the environment, but with restrictions. 
Hach level gives the player different bar- 
ricades that keep him on a certain path. 
Miyamoto and his team have taken a dif- 
erent approach in Mario 64 — allowing 
he player to roam and explore mapped 


Magic Carpet. What was your design ratio- 
nale in taking more control over the play 
environment? 


JR: When we started, we made the deci- 
sion to make Crash more of a classic 
action/platform game than an open, 3D 
exploration game. That decision gave us 
a lot of advantages. We can take 
advantage of that to make our 
trees 3D. In Mario 64, the trees 
are 2D. They’re in a 3D 
world but, if you notice, 

as you are running 

around a tree, it sim- 

ply rotates. It’s flat, 

it’s a Doom-like, four 

a year old technology. But, 
\ they have a “Zz” buffer 

(this technology allows 

» the N64 to calculate 
character and 

object placement 

and movement 

along a third axis). So, 
when you jump into it, it sort of 
looks 3D and that is a very big advan- 
tage for them. But, it is a 2D tree; they 
don’t have enough data to store all that 
stuff, to store all the 3D, and it’s very hard 
for them to deal with the 3D from all angles, 
while allowing the player to move freely 
in an open environment. What we did is to 
create a game that’s just like the classics 
.. a more directed flow and look. It’s not 
just the gameplay that improves, but there 
are also a lot of other things that can 
improve as well. 
For example, we like Warner’s characters 
in the foreground. Background-wise, their 
style is pretty sparse — what were we going 
to do? It’s the characters that make Warner 
survive. The backgrounds are neat, but the 
characters are brilliant and they make 
Warner Brothers. Disney has a great 


you go back to Snow White and look at the 
backgrounds, you’re in a world and what 
they’re doing is getting artists who have 
a talent for light and shadow, for depth 
of field, for directed flow of your attention. 
These are things that Warner never real- 
ly thought about when they were doing 
their stuff. They did klunky shapes, very 
abstract, stylized worlds. And it’s a valid 
approach, certainly, but it wasn’t what we 


areas, much like games such as Doom and | 


amount of talent in their backgrounds. If | 


were looking for; we were looking for art 
and one of the nice things about having 
a directed flow is that we can say: “OK 
you're going into a specific area, we’re going 
to cast this shadow that’s going to create 
this darkness”; next to it we can put a light; 
we can direct the flow of your eye; we can 
do the things an artist does with a still 
image. I think that people who were doing 
full motion video games had hoped that 
they could accomplish this — let’s make a, 
movie with movie quality, but it’s a game. 
Their problem was that they couldn’t get 
the game part right. 
We hope we’ve gotten that movie look. To 
a certain extent, we definitely want to be 
a cartoon, we’re not trying to be any sort 
of film. But we hope we achieved that sort 
of look and, at the same time, that we have 
all the gameplay of the classics. Our art 
director, Bob Rafei, wanted something 
organic, which has really never been done 
well in a 3D game. So, by bringing things 
closer and closer to you, we had more and 
more capabilities; we could use our poly- 
gons in wiser ways. The texture maps would 
be more evident, as opposed to pushing 
them off in the background and watching 
them fade-out, blur and lose pixels. This 
was actually the turning point of the pro- 
ject. We said, hey, if we can script the char- 


acter to go down a path, we can create art. 
We can create something that you can pause 
the game and be impressed by the images. 
If you pause Crash and you look at the 
shadows, and you notice that Crash is in 
the shadows, and you look at things like 
that and you see the leaves and this leaf 


is the right shape and the right color to 
lead your eye in, that is very different than 
anything else I’ve seen or played. 
Classically, video game designers, in games 
like Pac Man and Asteroids, weren’t think- 
ing art, they were thinking gameplay. 
Which, at that time, was all they could do 
— and they did it brilliantly. We wanted 
to start with that kind of gameplay expe- 
rience and create a beautiful world to con- 
tain it. So, we said “why fight it, let’s just 
go with this (the game’s structured flow).” 


DP: In talking about the look of the game, 
Crash’s world seems to be “living”, in the 
sense that there looks to be a greater level 
of attention to detail. This focus seems to 
have produced a more vibrant play envi- 
ronment than we have yet to experience. 
Was this ‘organic’ approach to Crash’s world 
one of the major focuses of your develop- 
ment effort? 


JR: Definitely. We could have gone with any 
of a million styles out there and, for a long 
time, we did explore different styles. The 
ruins are a good example of our approach. 
The idea behind the ruins is that, if you 
have a snow level and you have a beach 
level and you have an inside the building 
level, how do you tie them together? The 
ruins were simply an idea; OK, let’s say 
there was an ancient civilization, they were 
around whenever they made ruins, the 
ruins are all over the place. So, from one 
level to the next, the ruins are showing 
you and telling you that you’re still in 
the same world. The other thing we did 
is to design absolutely everything on paper 
before we actually got into it. This is where 
the details that you spoke of are coming 
from. All of the textures are designed from 
the beginning, how everything is going to 
look, and that is extremely useful because 
the texture is not only that texture, it also 
adds polygons. If you use your texture map 
right, you can create a bevel or you can 
create a crack that isn’t actually a polyg- 
onal crack, and that gives you something 
that looks real. If you’re just randomly 
putting noise textures on the ground, like 
green grass; “OK, this is green grass so 
let’s put green on there” ... it doesn’t change 
color, doesn’t do anything, it’s just green 
grass ... you’re not really adding much 


more than noise. If you think about it, and 
you say; “Well, I can make this grass dif- 
ferent colors as it goes along, I can put 
flower patches here and flower patch- b/s 
es there”, then you're actually adding ; 
something. You’re adding flowers to 
what was just grass and you can actu- 

ally get a lot if you pre-plan. In every level, 
we began with a graphic goal in mind. This 
is something that I haven’t really seen in 
many games. We have a warm side and 
a cold side. Not only is it light on 
one side and dark on the other 
side, but the lights are “red- 
der” and the darks are 
“bluer” and that’s nice, very 
nice, because the color then 
blends across the gradient between 
them and you get a much more real feel- 
ing than you get from a more basic, “light 
and dark” approach. This conceptual plan- 
ning and our focus on creating a theme 
in Crash’s world is what, I believe, makes 
our product unique. 


DP: We’ve talked about the origins of, and 
technology behind, Crash. Now, 
we'd like to talk to you 
about the game itself and \ 
the story behind Crash Ni 
and the other characters 

that inhabit his world. 


JR: I don’t exactly remem- 

ber the order we went in 

when we were creating the char- 

acters, but I know that Crash came 

last, he was finalized last ... he was the 
hardest. The one that we had the most fun 
with, early-on, was Cortex, because, in a 
lot of ways, he has to drive the game. We 
had a very bizarre approach to the whole 
thing, we felt he was a genius. He was a 
maniac. He was going to do the thing he 
was going to do, but we felt we had to make 
a character that looked and felt like he 
understood that he was in a video game 
doing the things he was doing — more like 
a chess master, answering to somebody; 
“Tm insane, I’m ugly, people throw me out 
of the world, what am I going to do? ... 
go out and create an army of animals!” 
It is cliché and that’s something I think 
really bugs him. In fact, early plans were 
that he was going to turn to the screen and 


do asides and stuff and then we decided 
not to do cut scenes, since we thought i 
broke the action. But, we were going to 
have him actually turn to the screen and 
say; “Oh, here he comes, there’s nothing 
I can do, why even bother, go get him” ... 
you know, stuff like that. Cortex comes 
mm from a desire to create a character thai 
| was extremely emotional — he knows him- 

' self, he knows the situation he’s in and ye 
he still finds himself living and the life 
he leads is very, very emotional. 
Crash had to be designed both from the 
front and the back. We brought in people 
from the cartoon studios here. We brought 
in some cartoon animators 

because we figured video 
games are now 15 - 20 
years old. Cartoons are a 
lot older and the studios have 
been doing characters since the 
beginning, whereas video 
game designers weren’t doing 
characters so much as 
gameplay. So, we figured 
the people that you 
could mine for knowl- 
edge are going to be 
from the cartoon 
industry. We brought 
them in to help us 
and we created a 
character who was 
not only video game friend- 
ly, but also friendly past 
video games. If you create 

a character whose sole trait 

is that he’s fast, he doesn’t 
have much of a personality 
beyond that. You look at him, 
he looks fast, he moves fast, then the 
game’s fast ... that’s a pitfall. Because, if 
you go beyond video games, you have to 
have more of a personality. If you’re 
going to spend time with Saturday morn- 
ing cartoons, fast stuff doesn’t cut it; 
it’s got to be more than that. So, we 
worked with Universal to create a char- 
acter that could go beyond fast, or beyond. 
spinning. Whatever he was to become, he 
had to have a wide range of emotions. 
Crash is our answer, and it took the team 
2-1/2 months to come up with the final 
character. Then, there’s the girlfriend 
(Tawna), which had to be in there, as well. 
Cortex knows that and that’s what piss- 
es him off. But, he does his duty and he 
holds her up in the castle. Tawna went 
through a lot of revisions, so we have a lot 
less of her than we do of any of the char- 
acters. 


As far as the game goes, and the story 
behind it, there are three islands, 
there are six bosses and twenty 
six game rounds. The first 
island has one boss, the sec- 
ond has two and the third has 
three. What you are seeing (in 


the pre-release software given to PSExtreme 
for this feature) is the first 60% of the final 
product; not too much is changing there. 
We have designed the game so that the 
player can quickly accumulate quite a few 
lives. The lives are set up to assist your 
flow through the game when you're play- 
ing it for the first time. Of course, you can 
go back at any time after a restart and 
replay old rounds and get the lives out of 
those rounds. If your interest is in getting 
99 lives, you can do that. In terms of game- 
play balance, the number of lives that an 
expert player can accumulate is moot to 
me. Just as an example; in the Super Mario 
series, you could go to the first round, play 
it, get three lives, and do that until you had 
99 of them and proceed again. Is this an 
impediment to tuning? Absolutely not! I 
think the brilliance of that series speaks 
for itself. So, how does one determine how 
many lives should be scattered through- 
out the game? Well, it’s a question of when 
afresh consumer comes to the product and 
is playing the game to get through it, to 
see what is in there, to reach the end, to 
get to that ending — how many lives are 
necessary to establish game balance, to 
make it fun? The second issue is the replay 
value, which, in Crash, has to do with col- 
lecting gems. You get gems by completing 
a round perfectly, without dying, and by 
breaking all of the boxes on that level. 
There are 26 rounds, there are 26 gems, 
6 of them have color. The colored gems are 
on the third island ... so you go to the third 
island and then you come back. 


In terms of looking at the overall struc- 
ture of the game, how long do you expect 
the average gamer to take to get through 
point A to point Z by blasting through the 
game and how long should it take to dis- 
cover everything that’s in the game? 


I know somebody who went from the 
start to the end of Donkey Kong the first 
time ever in 3 hours and 26 minutes. So, 
the question of how many hours is very 
dangerous; there’s a lot of rhetoric float- 
ing around and I’ve also heard, by the same 
token, that Mario 64 will take 200 hours 
to finish. I have difficulty believing that 
anyone will maintain interest in a video 
game for 200 hours. So, I don’t have an 
hour figure. What’s important is that we 
don’t say to the player, “you’re done”. 
What’s important is that the player can 
establish when THEY are done with the 
game — perhaps that’s when they finished 
the game at the end of the day, perhaps 
when they’ve gone through and finished 
60% of the game, perhaps it’s when they’ve 
managed to accumulate half of the gems 
(which will take quite a bit of time). I sus- 
pect there are a great number of people 
who will not finish the product. 


JR: It’s very difficult, these days, to bal- 


Jason nd: Dave 


Rubin 
ance games, because there are a lot of peo- 
ple coming in who have never played a 
video game before. Or, if they have, they’ve 
played driving/fighting games, ‘cause that’s 
all that’s out there right now. At the same 
time, you’ve got a lot of people who have 
gone from Atari 8600s; these people can 
pick up a game and, no matter what it 
is, they are going to finish it in a few hours. 
That’s the 3 hour and 26 minute guy. He’s 
beaten everything, you can’t throw tricks 
at him. He’s seen it. If he hasn’t seen it, 
it’s either not possible or he can figure it 
out right then and there. 


In closing, how did the relationship 
between Universal and Naughty Dog come 
about and what is the nature of the rela- 
tionship? 


Universal Interactive Studios start- 
ed in 1994. The first two products were 
external, kind of “no touch” deals, for 
Jurassic Park Interactive and The Way 
of the Warrior. The Way of the Warrior was 
a very easy deal to make. I didn’t make it 
but lines of people were waiting to buy 
it. So, Universal signed a deal for the prod- 
uct with Andy & Jason. They also talked 
Andy & Jason into coming out here for a 
housekeeping deal, which is a Hollywood 
thing. Jason had already spent some good 
time in Newport Beach, so he knew about 
California and wanted to come back. We 
basically told them: “here is an area to 
work, we'd like to first look at your prod- 
ucts, we'd like an opportunity to pick them 
up if they’re something we’re interested 
in.” In the summer of ‘94 I was the first 
product development person hired at 
Universal and I immediately realized that 
Andy & Jason were extremely talented. 


ly Bob ‘ 
avin Baggett Rafei Kurosaki Monast 


Charlotte 
Francis 
There is no question in my mind that 
Naughty Dog is the best team at getting 
stuff done that I have ever worked with. 
Sony can attest to how dramatic the change 
is, and the improvement has been, in the 
product since we all hooked up, which I 
think was just three months ago. 
Structurally, I am executive producer. David 
Siller, who joined the company in September 
of 1994, and who we are very happy to 

have, is Crash’s producer. 


Taylor. Justin 


We have known David for a 
few years and we can see a lot of 
his influence in Crash. Is this 
assumption valid, from a character 
development standpoint? Looking 
back at Aero the Acrobat, a game 
David produced for SNES and f/ 
Genesis while at Sunsoft, Crash 
seems to have some of that 
same kind of appeal. 


In terms of roles 
on the project, this is an 
oversimplification but, Dave asks the 
question: “Where have we been his- 
torically with these games?” Naughty 
Dog asks the question: What can we 4 
do that’s beautiful, that’s fast, that’s 
interactive, that’s new?” And I ask the 
question: “Now that you’ve all done this, 
what do we have?” 


In the end, we think you have 
one of the best video games we 
have ever had the pleasure of 
playing. We’d like to thank you 
both, on behalf of our readers, for 
your dedication to the process and 
for taking the time to share your 
insights and experiences. 


fhe adventure begins «Island ++) allows the player to 
become tamiltar with Crashis gameplay mechanics, as 
well as the character and theme ofthe game. Of particu- 
lar interest in island +1 is Papu Papu, the first boss char- 
acter, and the first three clear gem opportunities in the 
game; in the N. Sanity Beach, Boulders and Hog Wild lev- 
els. While making it through Island #1 may seem fairly 
easy, making it through “perfect” is difficult, and doing it 
will require that you get the colored gems on islands ¥2 
and #3, then come back to this first island ... good luck! 


After you wash up on the beach, 
you're immediately faced with three 
crates. Two of them are what we'll 
call “bouncy” crates for the remain- 
der of this here book; you can rec- 
ognize a bouncy crate by the 
vertical stripes on the front. The 
third crate is a mystery crate, so 
noted by the “?” mark. 


Now, instead of using your spin y 
move to destructively smash the 
crates open, be smart and jump on 
them instead. 


Past a slow-moving crab 0 


and the ? crate always gives you good stuff. y 
In this case, an extra life. If you smash open a 
bouncy crate, you don’t get ANY fruit. 


on the left side of the path, is a 

mask crate. (This is one of the crates DEET: 
and'a small pit, you can smash with the spin.) Open. ihe next type of crate in this le 
it and take the mask inside. Ne io has an upward-pointing arrow on V ey 
you can get hit once by an ene > «it. Samp on this-crate and let it 
without dying (the mask X repeatedly fling you into thë boun“ N 
pears when you get whacked, of cy crate in the air, earning you È 

Ki 


Ez course). 3 another ten fruits. 


If you accidentally smash the arrow crate, you 
can still get the air bouncy crate by jumping 
and spinning off of the ledge. 


There’s a stack of two crates just before the Á second mask crate is on the stairs. Open it and take V 


V stairs. Jump on the higher crate (a normal one) the mask inside. Now the mask circling you is golden to, 
and then on the bouncy crate below. show that you can be hit twice. 


{ 

V ———— 
= f j 

If you didn’t get hit’by an enemy? 

y up to this point, the mask crate just 
past the checkpoint is your third. 


The first checkpoint crate (labeled 
with a C) is at the top of the stairs. 
Tf you croak before finishing the 
you'll return here. 


As you climb the stairs — there's! 
P y — anextra life alongthe way —you V 

find a metallic crate. This crates a 
can'tibe'moved.andican’t Pëibro- iiy 
ken — it’s just there to distract ya. 


y 


placed behind a wall, on the right 
side of the path. (It’s the stone wall 
before the “wall” of eight crates.) 


Picking up a third mask makes you 
invincible for about twenty seconds, 
so sprint forward and smash the 
enemies and crates while laugh- 
ing insanely. You'll get all the items 
inside the crates you hit. N 


After opening the second crate, walk downward and back 
to the fork, then take the right path. 


Don’t miss the single crate slyly y <A 


You'll come to a fork in the path, 
with trails leading left and right. 
Take the left path first. 


and two crates. 


to finish the level with a “Perfect” 
— and we know you do — you have 
to smash each of the ten crates. 7; : 
Stand on the first crate, jump into Jump over the final pit, 
the air, and move slightly forward 
as you smash each crate. Move too 
slowly and you fall; move too quick- 
ly and you miss crates. Hold down 
AN A the jump button as you bounce to 
give yourself maximum height on A 
each bounce. 


The white outlines turn into a y Slight problem, though: IE you want 


bridge of ten crates leading across 
the chasm. 


open the ? crate, 
If you lost at least one life, Crash 
y wipes the sweat off his polygon- 
angled brow as he’s teleported 


and jump onto the stone platform 
to finish the level. 


g 
yy) 


tag 
w 


if you got thybugh the level without dying, 
V Crash bustsbut a mighty grin and jumps into 
the air: 


If you smashed every crate in the level, including the 
ten crates in the bridge, you get a “Perfect»rating and 
earn the first of the game’s 26:cléar gems: Only 25 to 
go (d’obh)! (It’s important to note that, if you want to 
get the “perfect” rating, you can not do it if you've died: 
after passing the first checkpoint in a level. If you die 
along the way, hit the ‘start’ button, return to the island 
map screen and re-enter the level.) If you earned the 
clear gem, you will now be 1% complete in the game. 


There’s a new type of crate at the 
start of the level: the TNT crate. 
TNT crates explode as soon as you 
spin into them, or, if you simply 
bounce on them, count down and 
explode after three seconds. Since 
the mask and TNT crates are next 
to each other, you'd assume that 
you should take the mask and then 
blow up the TNT. But we all knows 
what happens when you assume, 
don’t we? Since you can’t score a 
“Perfect” in this level yet — you 
Å À don’t have the green gem — take 


(If you already have a sparkling 
mask, grab the third mask and hit 
the TNT, since you're invincible.) 


y 


the mask and AVOID the TNT, leav- 
ing it for when you return. Clever, 
eh? 


Several skunks wander down the trail in this 
V Jevel. Spin into a skunk to shoot it ahead, per- 

haps smacking into another skunk and ridding 
the world of not one, but two of the foul-smelling 
beasties. Try not to hit crates, though. 


The first “jungle roller” is a stone wheel that 
rolls back and forth on a low wall. 


Jump over the wall when the 
wheel is on one side or theother. 
(This tip sponsored by the makers 
of Duh Beer — for beer lovers who 
need to be told the obvious.) 


The first Tawna token in the level, y 


ae another new enemy, the snappin: 
and the game, is in the, 


flower. Jump and spin into it, but 
after the stone wheel. g don't get too,close before jumping, 
Tawna tokens and you're whiske ” or it reachesoutand chomps your 
away to a bonus round where you ~ fuzzy behind. 


can collect extra lives and save the oon _ 
game. CoN 


Take your time and don’t miss the mask crate 
in between the two. 


The next two wheels are harder to jump over, since they're 
placed close to pits. 


fis you approach the checkpoint crate, notice the small 
floating green gem. 


There are a few extra lives (and 
afew more wheels) after the check- 


Grab ‘em and forge ahead to the 
second Tawna token. 


f When you get close to the gemi,/it 
| disappears. This subtle clue tells 
you that you can’t get to the hid= 
den atea above the checkpoint until 
you’ vewbtained the green gem. In 
other words, you can’t score a 
“Perfect” on this level, because you 
can’t get to the crates up there. 


Secure this life at your own risk! 
Do not attempt unless you have 
You will come across a free life protection in the form of the Witch Next up is a group of five crates, 
between two TNT crates. Doctor mask. Tap the jump button, one with a free life. 

and immediately press the spin 

button. If done correctly, the spin 

attack will not touch the TNT. 


The third Tawna crate takes you to the very 
y first bonus round. 


This particular round is super-de-duper easy: go to the 
right, break the single bouncy crate, 


Lovely Tawna — not the real Tawna, but mere- 
ly a pleasant mirage — waits for you on the far 


You appear back in Jungle Rollers at the spot 
where you broke the third Tawna crate. 


Jump onto the pedestal to save the game. (You should 
be 3% complete, if you scored a “Perfect” at N. Sanity 
Beach.) 


then jump again over the second pit and back onto the 
path. 


There’s a tricky obstacle after an extra-life 
crate; two wheels going back and forth ona 
wall with pits on both sides. Wait for the wheels 
to cross in the middle, then jump over the first 
pit onto the wall, 


nif you finish the level with- 
out dying, you still-won’t get a 
“Perfect,” because you'll have 
missed three crates. Gotta come back 
_ _ here after snagging the green gem! 


Checkpoints: 1 
Bonus Round: Tawna 
Gem Awarded for Perfect: Clear 
Gem Needed for Perfect: Yellow 


This level utilizes a pleasant long- 
range view of the action. Open the 
crates on the ground 


and bounce up the arrow crates 


Hold down the jump button to bounce higher 
off an arrow crate. 


to the ledge above. 


Smash open the ? crate (with the 
first Tawna token inside) 


You can walk back and forth (up 


Gnd down) on the ledge) but just a @nd quickly jump over the arrow 
bit; you can only fall by walking crate as the metal crate bounces 
or jumping into one of the holes into the air lf you jump onto'the 
BETWEEN the ledges. bouncing box; it will take you up 


to a hidden extra life. 


Bee 


Then, you will encounter the next 

enemy in the game, the monkey. 

To dispatch monkeys, wait until 

they're beating their chests and Bounce off the two crates to get the 
nail ‘em with the ol’ spinner. extra life in the air. A patheti- 
cally easy maneuver, you sneer, 
but don’t worry — you'll have all 
the challenge you could want a few 
levels from now. 


When you teach the small vertical ledge (3 logs 
that come to sharp points), jump and spin into 
it to make it turn horizontally. 


Jump off the ledge to the arrow crate, then leap up 
the arrows (which are generously surrounded by float- 
ing fruit) 


AS 
to the chetlpoint crate, 


Go to the left from the checkpoint 
until you reach a turtle with a 
mask crate above it. Jump onto the 
turtle, but DON’T spin; if you just 
bounce on the turtle, he withdraws 


Bounce off the shell to smash the 
crate and get the mask inside. 
Then, whack the turtle with a spin 
move (if you must). 


Continue left and you stumble into 
large black spike-covered poles that 
thrust into your path. 


A pole starts to vibrate just before y <p 
it thrusts up or down; wait for the 

pole to creep back into position and 

then jump over it (if it’s in the 

ground) 


You can’t spin this guy oWtjofiyour ¥ 
way, and he'll push you off the 
ledge if you let him. Jump up and 
onto his head (he raises his shield) 


Just to the left of the native isa ¥ 
slimy green platform; when you 
stand still, you slide dowmthe slime 
to the left. Not a problem onithe 
first platform, but a BIG problem > 
on the second and third platform, 
since you'll fall if you don’t jump 
to counteract the sliding. 


i | 
f On | 


Next, we are introduced to a new 
obstacle, the flame ledge. 


The key to these is timing. A small \ 
flicker will occur just before the 
big flame hits. The best time to 
move is just after the big flame 
dies down. 


Get the extra life between slime 
ledges. 


In the bonus round, jump between ¥ 

y the two bouncy crates, then hit the | 
TNT crate and get away before it 
blows up. 


The third Tawna token is in the 
middle of these poles. 


There are also three crates in the 
ledge that you need to break, one 
at a time, (plus the two in the air) 
just like the bridge back at N. 
Sanity Beach. 


Two extra lives and the babe-ali- 
cious Tawna are at the end of the 
bonus round. You should be 7% com- 
plete at this point. 


triggering the bridge. After you're i 
done jumping, break the arrow 


crate ... of course! AS 
N 


y 


In this level, you run “out of” the 
screen, as indicated by the large 
fruit arrow. 


And, in true Indiana Jones fash- 
ion, you have to outrun several 
massive boulders along the way. 


i 
It’s easy to stay ahead of the first 
boulder, since you don’t need to hit 
any crates; 


A 


and then you're safe inside a tun- 
nel. 


First, you need to jump over five 
closely spaced pits, 


Öpen the crates inside the tunnel V 
and prepare for boulder #2. 


There's a second crate on the left 
side of the path after the fourth 
fenice; this jump is harder to time, 
so make sure you clea’ fentée 
before you spin, 


then you need to jump over five 


the path after the secon: 
short wooden fences. 


spin at the top of your jump 7 
break the crate as you land. 7 


Hit the checkpoint crate in the tun- 

nel and take a deep breath; here 

or you Il become the world’s butt- comes the third and final boulder. 
ugliest pancake. 


First, you have to jump over sev- 
eral pits with small green ledges 
in the middle of each; tough, but 
not TOO tough. 


The first crate is on the left side 
(away from the fruit path) 


Second, you have to run along a 
trail of fruit. while smashing two 
crates along the way. 


Don’t stay in the middle of the 
path, or you'll run into a wooden 
fence and get, like, killed or some- 
thing. 


After thefruit path is another 
» “series of pit jumps; 


n 


F 


make it through these and you 
reach the end-of-level pedestal. 


y 


w 


This level uses yet another view- 
point of the action; this time, a tasty 
angled-overhead view. Move down 
and open the mask crate before 


starting the long trek upward. The first “ledge” you have to use Vy 
to jump across the water is a lily 
pad; 


time before it sinks. 


y you can only stand on this for a short period of 


Also, you will want to avoid the jumping fish 
in this level, they'll send Crash to a watery 
grave every time! 


The second “ledge” is a floating leaf that moves 
up and down in the current. r jump is badly timed; you might 
Steer déft or right. (You can stay on float- 


ing leave? as long as you like.) 


Je 
aa 
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Quickly jump onto, and off of, it. Or, suffer 
the consequences. 


The third type of “ledge” is just above the TNT and extra 
life crates: a green flower that bites you if you stand 
on it for more than a moment. 


“Ledge” #4 is just above the mask and extra Wait until its jaws are just starting to open, then jump 
life crates: it’s a BLUE flower that opens onto (and off) it. 
and closes its jaws at regular intervals. 


Once you get to the end of this run, notice the 
disappearing yellow gems. Yup, that’s right ... 
Watch out for the fish jumping out ofthe water between no “perfect” until you find it! 
you and the flower; if you bounce off the fish, you'll 
overshoot the flower and hit the water. 


The bonus round has two groups of crates divid- 
ed into stacks. 


Get all the stacks flattened to the lowest level, then 
bounce off the crates one at a time as you move to the 
right. 


e two extra lives at the end. At the 
save point, you should be 13% complete. 


The final section of this level has you jump- 
ing sideways twice onto floating leaves. 


Take your time jumping across the blue flower 


oO 


Papu Papu might look tough, but 
don’t be intimidated by his dis- 
turbingly large belly 


or his even more disturbingly large 
butt-crack. 


5 ` 5 then smashes it down wherever you hap- 
His attack pattern is very simple and predictable: pentaiba standig: \J 
y he slowly rotates his giant staff in a circle twice, 


jump into it and you daze him for <4 = 
a few seconds. V , 


a Vv 


The hard way to fight Papu Papu 
isto stand somewhere in the cir- 
cle, 


A 


Dang straight. (show Crash art w/bubble com- 
ing out that says “dang straight”) $o, here’s 
the easy way: stand on Papu Papu’s throne 


jumping over the staff and avoiding it when he smash- 
es it down. But we want somethin’ nice and easy, don’t 


and wait for him to rotate away from you — 
the staff pointing downward on the screen — 


It only takes three blows to the 

head for Papu Papu to collapse, a 

Return to the throne and wait! beaten chieftain, onto his poi-fat- 

” g patiently for another opening: » te tes tened gut. Vv 
a 


Make sure that you are out of his 
way when he bites it, or you will 
be one smashed Crash! 


Get movin’ and scoop up the first 
Tawna token. 


The stone wheels now almost 
always have pits in front of or 
behind them, 


dnd the pits are BIG; you have to 
make well-timed jumps to clear 
them. 


this set of wheels | 


The jumps at the beginning of this 
level are noticeably tougher than 
the previous ones. 


to break through the bouncy crate 
and claim the first N. Brio token. 


Misa “checkerboard” of regular 
TNT crates. 


gon — 


Start with the crates on the right, 
then jump to the crates on the left, 
Break the regular crates without and hit the crate in the center last. The upper-left crate has the sec- 
setting off the TNT. ond N. Brio token inside. 


Past the second checkpoint is a pit 
with a moving ledge inside it. Jump 
from the path onto the ledge, 


V 


and jump again over the pit. 
Definitely one of the hardest 
maneuvers yet. 


The key is to avoid moving left and 
right as much as you can; if you 
time your jumps properly, you 
ld be able to jump almost 


goon, forcing you to jump. from a 4 
moving ledge onto a wall and.ontd tas 
another moving ledge! ~ 


Quickly jump to the sinking ledge 

as the wheels start rolling at each 
EF Just above a mask crate is a new other, then onto the wall between the 
Y “type of ledge; a “sinking” ledge wheels, 
that drops into the pit if you stand 
on it too long. 


> y The third Tawna token is just after y IE >> 
y the first sinking ledge, 
then mdke a third jump across the W taking you to the bonus found. This y 
pit. y one’s harder than the ones before, 
but the key, as always, is to take 

é your time. Movelowly from left 
or right, smashing every crate 
before moving to the next stack. 


As you continue forward, you'll y <A 
notice a pit with two blue gem 


E extra lives at the Y ledges inside it. You don’t have the 
A A ` can save blue gem yet, so you ain’t getting 
four game (and you id be a “Perfect” on this level, but you'll 


Wabout 15% done). be back. Oh, yes, you'll be back. 


The final series of jump? b 
end of the level is absolute! 
tal: sinking ledge 


to wall to sinking ledge 


to MOVING ledge. 
The third N. Brio token at the end 
of the level takes you to the bonus 
round. 


Take a little time on the sinking y 
y ledges if you can’t jump to the wall 
without being crushed. 


This one’s tougher'than the Tawna 
bonus rounds, as it’s filled with <A 
TNT crates that'll kill you if they, 


inte youl It’s also more rewarding than the y 


Tawna levels, giving you the 
chance to score up to SIX extra lives. 
Alas, you can’t save the game when 
you finish the round. Bummer. 


Hog Wild 
Checkpoints: 2 
Bonus Round: None 
Gem Awarded for Perfect: Clear 
Gem Needed for Perfect: None 


jump off the drum, x 


This is a level where memorization 
is the key — in other words, you get 
to play it and die over and over 
again before you figure out how 
to beat it. But, here are steering pat- 
terns for each segment of the level 
anyway. (We don’t need to tell you 
that you also need to smack into all 
the crates along the way, right?) 


steer left and right around the poles. 


left and right around the poles, 


right around the native, 


from the start to the first check- 
point: jump over three pits, 


from the first checkpoint to the sec- 
ond checkpoint: jump over the pit, 


left around the nativi 


jump off the drum, 
ap. y> 
Y 


from the second checkpoint to the left around the natives, 
end of the level: right around two 
poles, 


right and left around the poles, 


right around the native, jump over the Aedatin ditia, 


right and left around the poles, underneath the roasting pig WITH- left and right around the poles, 
OUT jumping, 


arte over hepe right around the native. With the: 
jump over the roasting pig, dear gem, you will now have com- 


pleted 17% of the game. 


This level starts out much like The 
Great Gate, but you soon notice the 
first of many differences: you need 
to use a high jump to get from the 
first arrow crate to the second 


There’s a turtle below the first 
mask crate in the level. Remember 
what you have learned, 
Grasshopper: bounce on the turtle, 
then hit the mask crate from below. 


The second Tawna token is at the 
far left of the level, after several 
spiky poles and a single flame. 


Bounce up the small ledges, spin- 
ning as you go to turn them hor- 
izontally, 


The first checkpoint is after a sin- 
gle spiky pole and a single flame. 


you reach a point where you need y 
to jump ONTO a flame ledge to keep, 
moving to the right. Wait for the 
flame to go out, then jump onta the 
ledge and steer to the right as you 
bounce off the ledge. 


y After a few jumps over flames, 


There’s a native just after this 
flame, but don’t let him push you 
off the ledge; pounce on his head 


and spin to knock him away and ; 7 Dig 
get the free life. Don’t be afraid of using a big jump 


to get over the hole with the spiky 
pole above it; you won't hit the pole The third checkpoint crate is just 
no matter how high you jump (as to the right. 

long as the pole has receded). 


Jump and.spin to drop crates down 
y and activate the TNT crate. 


y Jump back to the slimy green ledge 
and wait for the TNT crate to 
explode 


The third Tawna token is on the 
far right side of the level. 


There are two extra lives; 


the first y 
is above thearrow crate, 


and the second is the last crate 
before Tawna and the save point. 


alongwith a mask on the left side 
of the screen. Grab it. 


Gump on theturtle and bounce off 
it into the\bouncy crat@jthen jump 
UP and onto the fence! 


If you have three clear gems, you 
should be at the 21% mark. 


When you get to the top, you will 
reach the fourth checkpoint. 


Jump up again to land BEHIND the 


fence, 


As you jump up the arrow crates 
after the bonus round, there are 
several groups of fruit in the air, 


Go to the left and to the turtle with 
the bouncy crate above it. 


then go to the left and gather the , 
fruits. (Feel free to spin as you go.). 
You're also skipping a brutal sec- 
tion of the level with tough jumps 
across spiky poles and fire. 


Note: if you linger behind the fence, When you've gone as far left as 
next to a Crash-eating plant, he possible, jump down and onto the 
can still snap at you and kill you fence, 

m keep moving! 


then jump down again and bounce 
off the flame ledge to the left. 


Bounce twice more to the left and 
the fifth checkpoint crate. 


and another place where you can 
jump on the fence. There isa free 
life behind it. You have no redigem, 
so no “Perfect” for you. Yet. 


Continue left to find several red 
gem ledges 


The end-of-level pedestal is at the 
top. And that’s the whole enchi- 
lada ... itono Island #2! 


Go left to the final group of spin- 
ning ledges andjarrow crates lead- 


ing up to the énd-of-level pedestal. 
i E A eae) There's lots of extra guys and fruit 


to be had here, although, if you 
miss the arrow crates, you fall WAY 
down and have to tediously climb 
back up. 


mG 
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You can’t walk but a few millimeters for- 

ward (a little metric reference for the 

European readers) before you hit mask and 

extra-life crates. Take them both and you 

shall be happy. Jump across two floating leaves to a mossy 
hill. 


Hop onto the leaf and across the blue flower to a crate 

with a Tawna token inside. Pretty, pretty Tawna. (Hey, 
> you'd be gettin’ weird too, if you were up playing and 

There’s a fish at the top of the hill, so watch it as you writing ‘til 3 A.M. every night.) 

make two more jumps to a solid ledge. 


Jump across the floating leaf and blue flower 
to two lily pads, 


Just past the first Tawna token, thar’ bea 
monkey on a stone platform — just before 
the first checkpoint. Wait for him to stop 
moving before you jump onto the platform 
and knock him off. 


then onto a mossy hill. There’s an extra- 
life crate at the top. 


Ez 


instead of jumping on it, as the jump might bounce you 
into the water. 


Hit this crate with your spin 


Now, you get to make four jumps in a row to a solid ledge. The second leaf takes you to a monkey platform. Knock the simian freak 
There’s a fish in front of the ledge to dodge as you jump into the drink with your spin. 
to the floating leaf. 


Climb up the mossy hill to find a long path- 

~ way of lily pads at the top. Run along the 
There are both green and blue flowers before pad path and jump to the solid ledge. Now, bounce off the “!” block and back to 
the second checkpoint. Wait for Mr. Blue the solid ledge; this is the nastiest jump 


to snap before you start jumping. in the level. 


Ön the left side of the hill, way down on 
atiny ledge, are two newly revealed crates: 
a TNT crate and an arrow crate. (There is Hit the TNT crate to trigger it and bounce 
So what didya do by hitting that “!” block? also a hidden free life under the hillon the off the arrow crate back to the hill. 
If you keep moving forward through the lily pads.) 
level, it seems like you haven’t done any- 
thing. What you gotta dois jump back onto 
the path of lily pads and run back down 
to the mossy hill. 


The TNT goes boom and destroys both crates. 


Return to the “!” block and jump across the blue flower, with a fish 
jumping in front of it, to crates with the second Tawna token and an 
extra life. 


There are two jumping fish in the water with the next 
Then, jump and walk across the diagonal path of lily pads to jump two floating leaves, so be careful with your jump timing. 
over the green flower. 


Ez 


Just past this is the third Tawna token, taking you to the 


ALEN This round requires excellent timing and patience, as you use the arrow 


crate to launch up to the higher crates and break them, one ata 
time. 


Just past the bonus round is a free life. 


Make your way toward the lovely Tawna, two free lives, and 26% com- 
pletion. 
—— 
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The final nasties, between you and the end- 
of-level pedestal, are a green flower and 
a blue flower with a floating leaf above 
it. Wait for the leaf to float down the screen, 
just after the blue flower snaps, then jump 
once onto the flower, and again onto the 
leaf. 


You're done, buddy boy — and if you got all 
the crates without croaking, you've scored 
a “Perfect” and you are 27% complete. 


Ripper Roo is a crazed marsupial in serious need of Prozac, but all 
you can give him for his mental instability is a series of huge explo- 
sions. (Dammit, Jim, I’m a bandicoot, not a doctor!) 


a 


TNT crates float down the screen between the platforms, 

‘ . pausing for a few seconds at each one before floating down 

= 5 y a to the next. While the water flows and the crates drift, 

The layout of Ripper's level is a 3 X 3 grid of small plat- Ripper jumps around the platforms in a simple, repeat- 

forms, with rushing water separating them. ing pattern that changes each time he's hurt by an explo- 
sion. 


Ripper’s first jumping pattern is this: he leaps to the then onto the middle-center platform, 
lower-left platform, 


then back to the center platform, and repeats. 


You start on the lower-center 
platform, so you can stand still 
and watch the pattern before 
you start moving. When you DO 
start moving, wait for the TNT 


Jump on it 


crate to float next to you on the { 
lower-center platform. 


and then move to the lower-right platform and 


wait for Ripper to sizzle. 


After taking his first hit, Ripper goes into his second pat- 
tern: middle-left platform, 


lower-center platform, 


middle-right platform, 


Stay on the lower three platforms, and jump across to 
middle-center platform, repeat. trigger a TNT crate ... and give RR his second ride on 
the rotisserie. 


After taking his second hit, Ripper goes into his third pat- 
tern: top-center platform, 


middle-right platform, 


SS 


middle-left platform, repeat. 


bottom-center platform, 


Don't worry about the Roo-man’s shenanigans, just stay 
on the lower level. Move to the left and right to trigger J 
a well-timed TNT crate and watch him fry and die... R.I.P.per Roo! ... (pun FULLY intended.) 


Walk left at the start to see an extra-life 

crate and an arrow crate behind the 

wall. But, how are you going to jump 

over it? Well, you can't, so you're going 

jump AROUND it. Jump down and then curve quickly around 
the wall to land in front of the crates. It's 
not a tough jump, but you might wanna 
practice it on another level before trying 
it here. Break open both crates and jump 
around the wall again. (You can't use the 
arrow crate to bounce over the wall if you 
want to score a “Perfect.") 


Back on the right side of the wall, jump and run into the Go to the right and to a wall that slides in and out of 
tunnel, snagging the mask at the end. Aren't these 3-D the background. 
graphics "the bomb"? 


nt te, 


Leave the tunnel and go to the right past 
another sliding wall until you see a float- 
ing ledge. You can only stand on this fora 
few seconds before it drops into the water, 
so quickly jump on it and again to the right. 


Jump into the tunnel and open the three 
extra-life crates, then squeeze some fruits 
out of the bouncy crate. 


Wait for a safe moment and sprint past it, 
then jump onto the crawling lizard to kill 
it. 


ER 


Every five seconds or so, a group of bats flies from the 
right side of the screen to the left, curving up and off at 
the same spot as the ceiling bat. Jump and spin into the 
bat to knock it away, then go right and into the tunnel 
for fruit and a "?" crate with the first Tawna token. 


Ss = ~ = 
See the bat on the ceiling? 


Continue right to the second bat in the ceiling and wait 
in the area below it for the line of bats to fly past you. 
Jump and spin into the bat. 


With both ceiling bats gone, the line of bats stops coming onto the screen. 
There are fruits and a bouncy crate in the next tunnel. Spin as you fly 
off the bouncy crate to hit a hidden "!" block. Now, go right past two 
sliding walls to the first checkpoint. 


Jump down to the stump, then up to the 
ledge with a crate and the N. Brio token 
and extra life floating above. (The crate 


wouldn't be here if you hadn't hit the "I" 
block.) Bounce straight up off the crate -- 
hold down the jump button for extra height 
-- to take the N. Brio token, then steer right 
to take the extra life. If you miss the life, 
you can still jump up and get it. 


Jump right across two floating ledges to an 
area of bats. Move right to find two ledges 
moving in a circle around a platform with 
a single fruit. 


Ignore the fruit, because what you really 
want to do is jump from a circling ledge over 
to the top of the sliding walls, to grab the 
extra life. Fall into the hole just to the right 


of the walls after you grab the life. 


Jump up and hit the ceiling bat. Drop into 

the second hole, wait for the bats to go by 

and jump up and run into the tunnel to take There's a large jumping lizard just to the 
the second Tawna token. Drop down into right of the second checkpoint. Wait for it 
the hole again, then jump up and bounce to jump right, then jump across. 

on the crawling lizard, wait for the bats, 

go right, and hit the second bat. The sec- 

ond checkpoint is just to the right. 


You need to bounce off the lizard onto the 
sliding walls to grab the extra life and sec- 
ond N. Brio token. 


Past the four sliding walls are tiny ledges that slide in 
and out of the background wall. The first two are easy to 
jump onto, but the location of the third one forces you to 
jump up and left, then up and right, quickly. Run as far 
left as you can before jumping, or you hit the ledge above 
you and fall. 


Jump up the circling ledges to the third checkpoint. 


Continue climbing up the small sliding ledges until you 
Ride up the next circling ledges and jump onto the solid ledge at the reach the top. 
top. Collect the free life and jump to the left and bounce off the "!" block, 
then steer right so you don't get scorched by the torch. 


Go to the left to spot a red jumping lizard. 
This bugger is more aggressive than the 
green lizard, which jumps in a predictable 
pattern; he'll jump straight at you. Hit him 
with a spin or a pounce. 


Go left to a bridge with five pieces. 


Walk left and run into the tunnel, then 
go right into the room with crates, which 
don't appear unless you hit the "!" block 
below. The third N. Brio token is in one of 
the crates, giving you access to the N. Brio 
bonus round and the fourth checkpoint. 


Like other N. Brio bonus rounds, there are 
a bunch of extra lives to be had. A combi- 
nation of well-timed TNT jumps and spin 
moves will get you through. 


When you stand on either side of the bridge, it starts to 
rotate in that direction until it’s vertical, at which time 
you fall and die. Bad. 


Stand in the middle of the bridge, on the center piece, and 
it doesn't move. Good. The moral of the story: always jump 


to the middle of these bridges as you cross them. 


Continue left, nabbing the extra life in the air, until you reach the 


red lizard. Lead it to the right and onto the solid ledge before you pounce 


on it. 


Now, you're faced with three walls. Use the 
same technique, waiting for all three walls 
to retract at once before you run past them. 
(If you're an advanced player, you can use 
Go left and kill the ceiling bat, then wait curving jumps to leap around the walls, 
to jump across the four sliding ledges. Jamp but it's foolishly dangerous. Better to take 
across to the left and quickly strike the sec- your time and be safe.) 

ond bat. You've reached the fourth and final 

checkpoint. 


There are two sliding walls to the left. Wait 
for both of them to extend, and then retract 
at the same time, before you run left into 
the space. 
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The final group of two walls is the easiest to pass; jump Grab the free life above the platform and move toward the green lizard 

when the right-hand wall retracts, and run left past the on the left. Wait for him to jump left, then jump onto the ledge. When 

left-hand wall when it slides back. he jumps back into the middle, bounce off him to hit the "?" crate in 
the air and collect some fruit. 


Wait for the bats to fly past you before you jump left onto 
the ledge and jump again to hit the second lizard. Jump 
Continue left to what we humbly think is one of the trickiest areas in up and left to smack the second ceiling bat, then open up 
the level. There's a ceiling bat and a crawling lizard on a low ledge. Hit the "?" crate with the third Tawna token inside. 
the lizard with a jump, not a spin. 


ra 
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Continue left across two bridges, nabbing the free life along 
the way, then stand on the right edge of the platform with 
the green lizard. Wait for him to bounce left, then pounce 
onto him and run left past the sliding walls. 


= = = A 
to hit the "!" block and break open the fruit crates in the 
background. 
Getting past the second green lizard is harder. He pounces back and , 
forth between three ledges, with a "!" block above the middle ledge. 
Wait for him to jump left, then jump onto the right ledge. When he 
jumps onto the middle ledge, bounce off him 


at 


294% COMPA 


Se E 
CONTI NOES 


If you scored a "Perfect," you're given a green gem, the first 
colored gem in the game. Remember the level "Jungle Rollers” 
back on Island #1? With the green gem, you can now score 
a"Perfect" on it. (Refer to the "Secrets" section for more info.) 


Ġet the fruit, go left, and jump onto the end-of-level pedestal. 


One other note; from this point forward in the guide, we not be making note of the percentage complete at the end of bonus rounds and after you 


have acquired gems and keys. Once the green gem is in your possession, the game becomes less linear and you have options, in terms of how you pro- 
ceed. With the green gem in tow, you could head back to Jungle Rollers, find the secret area and additional crates, and save after a “perfect” com- 
pletion of the level. Or, you could continue progressing through Island #2 and beyond ~ thus achieving a different path for completion. 


A blue snake pops out of the hole on the solid ledge. Spin 


into it or jump on it. 


Continue upward through the spike pillars 
and jump across two floating ledges. 


Eos 


Directly in front of you are the first and 
most common dangers in this level: pil- 
lars with spikes that pop in and out. Since 
the spikes pop out both high and low, you 
can't jump through them; just wait for the 
spikes to come out, then run through the 
pillars. 


Hit the extra life crate, then the TNT crate, 
and jump left when the moving pillar is 
low. Wait for the pillar to rise to the top 
and jump left to the first checkpoint. 


There are mask, arrow, and bouncy 
crates past these first pillars. Open them, 
walk left and jump across the skinny pil- 
lar and floating ledge. 


If you use the spin, it flies into the pile of crates behind 
it. There's an extra life in one of 'em. 


Whack the snake, open the crates, and jump 
through the spike pillars onto the mov- 
ing pillar. Jump from one pillar to the next 
when the one you're standing on is high 
and the one to which you're jumping is low. 


Dae a 
n =a n ” £ - t Open the "?" crate for fruit and observe the bats that fly 


through the tunnel at regular intervals; make sure you're 
not jumping when these buggers are flapping at you. 


© th ar te d ast th. hi lls s A 5 
Aaa idee a. W ees Wait at the end of the tunnel for the bats to take flight, then jump 
5 across the ledge to an area loaded with crates. 
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12 It's a spider that plops down to the ledge 
mi 3 every ten seconds or so, then climbs back TA 5 
Look for a strange shadow in the middle of off the screen, and plops again. Sao m pounce t tien over gil tie 
the ledge. yummy crates; one has an extra life. Squeeze 
through the spike pillars, open the crates, 
and walk right onto the circular ledge. 


It carries you away to a new area. 


Walk right onto the ledge and wait for the 
torch to flame on and flame out. 


There's a mask crate between the two crushing walls. 


Quickly jump across the torch and floating 
ledge. Open the crates, then walk through 
the spike pillars and spin into the snake. 
(A good technique here is to exercise a lit- 
tle patience; spin into the snake and pull 
back on the directional pad, then run 
through the spikes ... this tip will save you 
a couple of lives.) 


es 


Jump onto the floating ledge when the pillar behind it is 
low, then quickly jump to the pillar before it rises. Jump 
up again to the solid ledge. See the fruit on the left, float- 
ing in midair? Walk to the left to take it. 


Keep walking to the left until you reach 
a big ol’ pile of hidden crates, with an extra 
life and a bouncy crate among them. 


Don't jump -- just take a "walk of faith” 
and a metallic crate appears under your 
feet. 


Öpen them all and then break the single 
crates in the path as you walk back to the 
right. 
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Walk past the spike pillars and open the bouncy crate, 
then jump right onto the moving pillar. 


Jump again across the torch and floating ledge to a pillar. Watch 
the circling pillars; when one of them starts shaking, it's about 
to sink into the darkness for a few seconds. Don't be on one when 
this happens, for you would lose a life. 


Jump to the right, 


Kill the not even remotely itsy-bitsy spi- 
der and open the crates below it. 


to reach the third checkpoint. 


Walk onto the circular ledge and it car- 
ries you to a new area. 


Walk forward onto the ledge and 
go out 


Keep in mind that they shake just before sinking. There's 
Now, you have to cross a huge group of circling pillars. a solid pillar in the middle that you can stand on fora 
breather. 


Your reward for getting through here is 


perpen Cos urae sercig ne uP eo three extra life crates on the ledge. 


get all the way across, but be ready to steer 
in mid-air, just in case. 


Jump up two moving pillars to the final 
tunnel 
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Move past the crushing wall, then the two crushing walls 
placed back-to-back. 


and open the "?" crate for an extra life. 


=a s Se S 


Start moving forward when the first wall opens to give 
yourself plenty of time. Wait for the bats to cruise through 
the tunnel before you jump to the end-of-level pedestal. If you were "perfect," collect the Clear Gem and you are golden! 


Open the mask and bouncy crates at the 

start of the level and psyche yourself up 

for a major-league test of your jumping 

abilities. You're going to shed lives like Oprah 

sheds pounds, until you get the feel for The first two types of bridge planks are 

leaping. right at the start. The light wood planks 
are “solid” planks; you can stand on these 
forever if you want and they'll stay per- 
fectly still. 


The dark wood planks are NOT solid; these feeble things plunge off the screen only a second 
is after you touch them, meaning you have to jump on and 
off them very quickly. 


Jump and spin as you're falling from the 
jump to break open the middle crate 


After the first bridge section is a “wall” -- it's very important to spin as you're falling, 

of two TNT crates and a "?" crate. not as you're jumping! -- and you'll smack 
open the middle crate without hitting either 
TNT. 


az 


Jump over the crates, and prepare for the second bridge sec- 
tion. The third type of plank is a cracked plank that collaps- 
es practically the moment you touch it. You can land and jump 
off the edges of these planks, but it’s best to avoid them com- 
pletely. (There's nowhere in this level you have to land ona 
cracked plank.) 


There's a warthog running back and forth on the bridge 
above the first checkpoint. 


Keep jumping upward until you reach the first check- 
point and the first Tawna token. 


Wait for the ugly critter to run at you, then jump over him as you start 
leaping across the next section of bridge. 


Leap across the next bridge section with 


At the end of this section is the next new ing yet) 
type of plank, an icy plank that causes you 

to slip downward. Jump quickly from the 

icy planks to the solid ledge (with three 

crates.) 


single dark planks (the most precise jump- 


to the second checkpoint and two free 


lives. 


ER 


to the next solid ledge with two crates, 
including the second Tawna token, 


Continue upward, past the warthog 


then trudge ahead to the third checkpoint. 


and stop on the light planks to catch your 


progit. Therece plenty were tam planks Gerweees 


the third and fourth checkpoints. 


Take your time, watch for Crash's shadow 
to guide your jumps, 


and a warthog 


We wish we could be more help, but with a 
jump-intensive level like this, there ain't 
much we CAN say. All we can do is show 
you what we did, and show you where we 
ended up ... Checkpoint 4! The area between the fourth checkpoint 


and the third Tawna token has an extra 
life in a "?" crate, 


near the fifth checkpoint and the third 
Tawna token, leading to the bonus round. 


There are two free lives hanging out next 
to the Tawna-gram. 


This bonus round is one of the easiest that 
you've come across in awhile. Just be patient 
and set off the TNT crates. 


Jump high off the turtle and leap north to 
the next ledge. It is VERY difficult to make 
this jump without bouncing off the shell. 


then pounce on him (don’t spin) to make 


The final series of jumps is the nastiest. him retreat into his bouncy-yet-protective 
Follow the turtle to the north end of the shell. 
bridge, 


There's a second turtle shell lodged in the 


bridge; bounce off it and keep going north to the end-of-level pedestal. There’s 
a disappearing red gem, meaning you still missed a whole lotta crates, 
but you shall (nay ...you MUST) return. 


Bag 


Why, look -- it's a gigantic boulder that 
you'll have to out run almost perfectly to 
avoid getting squashed. And there are two 
more boulders later on in the level. (Okay, 
now we're just being cruel.) Remember that 
Crack open the bouncy and extra life crates you can’t stop running downward when 


at the start and walk forward through the a boulder's behind you -- pause for even a 
tunnel. half-second and you're doomed. 


The first obstacle on the first boulder course is a series After the pillars is a group of five fences with pits placed 


of five pillars. One of the pillar jumps isn't QUITE at just before two of them. (The pattern is: fence, pit/fence, 
full strength -- it's the high pillar to the low one -- so fence, pit/fence, fence.) Jump as lightly over the pits as 
don't jump too high. you can 


Amen, it's the first checkpoint! 


to give yourself time to jump over the fences The path of the second boulder starts with 
on the other side. jumps across six still and moving pillars, 


Es 


then a maze of tall fences. 


follow the fruit 


to get through the maze without hitting a fence. The final 


obstacle is a group of five moving pillars, then it's into the 
tunnel for the second checkpoint. 


Open the bouncy crate before you touch the TNT crate and start 
aE running from the third and final boulder. 
i ee 23 
The final obstacle course starts with a small 
group of small AND tall fences; let the fruit 


be your guide. 


n And last, but not least, is a second group of 
z A six pillars; 


Next up is a group of six pillars; keep a E ——— 

smooth rhythm as you leap across them. make it through and you reach the end-of- 
Keep running downward to hit a group of level pedestal. You don't have the pink gem 
pits with tall fences on the other side; guide yet, so you won't score a "Perfect." Soon, my 


yourself in the air to avoid hitting the fences friend. 
as you land. 
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This is easily the longest and toughest level 
on Island #2, with SEVEN checkpoints and 
plenty of tricky little spots where you can 
die. If you earn a "Perfect" here, you kick 
much booty. from the start, enter the back- 
ground room, pick up the fruit, and open 
the bouncy crate. 


Walk right and jump over the torch and 
bridge to the solid ledge. Crack open the 
extra life crate and run past the sliding 


walls; a group of two, then a group of three. 


Hit the second ceiling bat and continue moving to the right. 
Jump to the stump and to the first of the three ledges, 
then pounce the green lizard when he jumps to the mid- 
dle ledge. 


Smack the ceiling bat and enter the background room 
with mask and extra life crates. 


Continue to the right and spin into the bat 
as you jump to the stump. There are two 
crawling lizards to the right; pounce off 
them one at a time, waiting for the bats 
before you move to the next. 


Hit the ceiling bat and jump to the right to 
hit the first checkpoint. 


Run past the sliding walls to three circling 
ledges. 


ZA 


Jump on one and ride it to the ledge with 
two extra life crates. 


Run past the two groups of two sliding walls to the three 
sliding walls. Run past them and hit the ceiling bat as 
you drop into the hole. Wait for the bats to soar above you, 
then jump right across the torch and on to the stump. Wait 
for another bat fly-by, then jump up, hit the ceiling bat, 
and pounce on the green lizard. (Wait for the lizard to 
jump to the right before you jump up to hit the bat.) 


Just to the right of checkpoint #3 is a small 


pink ledge that shakes and retracts into the 
wall a moment after you jump on it. There's 
a second pink ledge as you jump upward, 
so watch for it. 


Keep moving up the ledges until you reach a point with a torch 
on your left. You have to jump from the torch to the circling ledge 
above it, without scalding your tootsies in the process. Jump straight 
up as the ledge comes at you. Let the ledge carry you up almost 
all the way into the solid ledge, before you jump to it. 


Smash the stack of three crates to find 
the first Tawna token. 


Now, continue right past the two circling ledges and the stumps. To 
your right are a group of ledges that alternate sliding in and out 
of the wall. (Don't bother with the tunnel -- there's nothing in it.) 
Jump across them, one ledge at a time, to the second checkpoint. 


Run past the three sliding walls when all three of them slide 
forward and then back. Jump and run past the two sliding 
walls when they both withdraw and hit the third checkpoint. 
Would you believe you're not even halfway done yet? 


Climb upward until you reach a room with 
fruit and a bouncy crate. Take them and 
go left to jump across two bridges. There's 
a thin ledge between the bridges that slides 
into the wall after you jump on it, go quick- 


ly get across to the second bridge. 
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Enter the tunnel past the second bridge and 
hit the fourth checkpoint. 


Move left to the two large sliding walls and the smaller thin ledges 
below them. Wait for the first wall to slide into the background with 
the thin ledge still sticking out, then start jumping to the left. 


The first jump is a quick one, but you have a little time 
on the others. Keep going left, until you reach a pile of 
crates with two extra lives and a mask. 


Jump up the small ledges and hit the bat on the right. follow the 
bats to the left and quickly jump up the ledges to the torch. Leap 
past the torch and open the stack of three crates. (You should jump 
from the circling ledges to open both bouncy crates. Or, jump and 
time your spin to take out the middle crate first.) 


Now, you have to make a tough jump to the 
left, onto the circling ledge without hitting 
the torch below. Wait for it to go out before 
you try the jump and, if you miss, don’t 
panic -- and don't stand on the torch! 


Walk to the right until the red lizard sees 
you, then lead him to the left. 
Pounce off the lizard and spin into the "!" 


block in the air 
After you make the jump, keep going up 


the circling ledges until you reach the fifth 
checkpoint. 


to fill in the crates in the background room. 
Run into the background and get the float- 
ing mask on the right, then go left and open 
the crates. One of them has the first Cortex 


token. 


Return to the foreground and walk right to the three sliding walls. 
Wait for the pattern where all the walls come out, then the left wall 
slides back, 


then the right two slide back. Don't fall for the other pat- 
tern, where the left wall slides back, then shoots out again. 
Hit the ceiling bat on the other side of the walls. 


Now, take a deep breath as you prepare to 
run past FOUR sliding walls. 


When you reach the other side, bounce 
off the two crates to grab the extra life and 
second Cortex token floating above the slid- 
ing walls. (Wait for the walls on the left to 
slide out before you bounce up the crates.) 


Jump down to the pillar and wait for the bats, then jump across the 
torch and stone platform to the next pillar. Wait for mo' bats, then jump 
right and whack the second bat. 


There's a tiny gap before the next group of 
sliding walls. Take a quick pause in the gap, 
then sprint to the right across the thin 
ledges, which collapse behind you. 


Leap to the right and smash the mask and 
extra life crates, then tag the sixth check- 


point. 


The second Tawna token is in the "2" crate 
just past the checkpoint. 


Jump right again to an area with a giant sliding wall and two thin 
ledges below it. Wait for the large wall to slide back and the thin ledge 
to slide forward, then run to the right and jump before the big wall 
returns. Run into the background and open the three crates (one has 

an extra life.) 


Return to the foreground and jump from the thin ledge 
to one of the circling ledges. 


Jump right onto the second group of circlers, then jump into the back- 
ground tunnel and take the extra life. 


Goh, but there's more; run to the left and 
open the crate with the third Cortex token! 


This bonus round is short and evil, because 


it’s loaded with TNT crates. One wrong 
move and you lose the round -- which means 
you need to play through the level all over 
again to collect the Cortex tokens for anoth- 
er try. Here's how you do it: from the start, 
jump to the right, onto the metallic crates, 
then jump right again onto the TNT crate. 


Move to the far right, until you stop bounc- 
ing, then jump and smash the crate, 


so you can jump onto the stack and across 
to the next batch of TNT. This time, the 
stack of plain crates on the right is higher, 
$0 you quickly need to jump and smash until 
you can jump to safety. 


A final jump to the right and you're reward- 
ed with one of the game's two keys! Good 
work, my friend! 


Jump down and right to the next ledge and jump across the torch, then 
go right to get the third Tawna token. We like bonus rounds! 


Play through the round and save the game, even though 
you just saved it when you got the key. (Rule #1 of video 
games: you can never save too much.) 


Jump up the sliding ledges until you hit the seventh and final check- 
point. (It really is the last one, I swear.) 


Jump up a second group of sliding ledges - 
- which move faster, so be quicker with your 
jumps -- to a stack of three crates, two of 
them bouncy crates. Pop 'em open by jump- 
ing on them from the ledge to the right. 


before you leap onto the end-of-level pedestal 
and, with your no-doubt-about-it, slick, 
"perfect" round, you are awarded yet anoth- 
er clear gem. With the key you snagged, 
you can now access the secret level "Whole 
Hog," next to Boulder Dash. But we won't 

3 a tell you 'bout that just yet; look at the 
Move right 'til you spot a red lizard on the "Secrets" section for a walk-through. 
small ledges. Lead him to the left as far 


as you can, then pounce on him. E 


Ġo to the right and open the eight crates in 
the background room (several of which have 
tasty extra lives) 


Koala Kong is one buff dude, and all of that 
working out has left him looking like 
Abhrnold, with a temper as nasty as his 
pec's are protruding. 


After giving you a quick look at his der- 
riere, thankfully, unlike his partner in 
crime, Papu Papu, covered south of the equa- 
tor. 


He will throw three of them at you, before really strug- 
gling to pickup and walk with the fourth. 


(Or, if you have a cheating heart, it's also 
possible to break the first three coal chunks 


The trick here is to execute well-timed jumps with a well-timed spin -- just before they he fourth coal ball will come to rest, after 


over the first three, at the same time avoid- hit you.) jumping to avoid it. 


ing the TNT crates. 


Es 


Timing is essential here, as a miss-timed shot will hit one 
of the passing mine carts, resulting in no damage to the 
big guy! 


‘Walk into the screen, toward the coal and use your spin attack 
to send it hurling toward the Kongster. 


After the first hit, Koala repeats the same pattern, so giv- 


ia eS cece Ca aged ira piece) oficalce, Hitting him a third time becomes a little more difficult, as more TNT 


crates come your way, as well as more mine carts in the background. 


The fourth and final blow is no more diffi- 
cult than the second or third, but it does 
require better timing on your part. Focus 
on delivering this one like Santa to a baaaad 
boy -- give him the high, hard one, right 
down the middle between the two mine 
carts. 


Now, you can chuckle quietly to yourself, as Koala Kong 
drops to his, admittedly huge, knees... and Cortex hears 
‘you rap, rap, rappin’ on his door -- as you set off for Island 
43! 


Brio reei ee himself. Also Witared are aihe sec- 

ond Cortex Key and hidden level, and the branch 

level allowing access to the "perfect" ending. 

Getting through the third island "perfect" is very, 

very tough, with Jaws of Darkness and Slippery 

Climb standing out as the most difficult levels. Beat 

Island #3 and prepare yourself for a few trips back 3: 

to all of those levels on islands 1-2 that you couldn't 

w w ‘ioe 
perfect. 


1 
4 
3 
i 
{ 
4 
= 


de to the Bes, pal two more pied to 
meet the neğt new bad guy: a short, squat, 
three-wheeled robot. You can jump on, or 
spin, into the three-wbeders a 


Jump to the right to meet your very first 
"enemy": a flying camera that bobs up and 
down while constantly pointing at you. (Hey, 
when you're as beautiful as Crash, you're 
used to it.) You can’t jump on the camera, 
but you can spin into it. 


a over the red pipe and bounce oft the 
arrow crate to grab the floating: mask. 
(Smash the arrow crate before you con- 
tinue.) 


it. But the next pipe, the scorching ho: 
red pipe, WILL burt you if you so much as 
“graze against it. 


Continue to the right and you bump intoan — 
ice-cold blue pipe. 


where’ s yet another ew baddie just to your 
right: a spherical spiky robot that haved 
in the air. You can't bounce into OR spin into 
these robots; you can only avoid them. 


© Samp over the spiky robot when it dips 
downward and go right to a stack of three 
crates. Smash the middle crate with a jump- 3 fe RAI 
ing spin and jump to the right before the TNT crate 
4s goes boom. Open the "2" crate for the first 
Tawna token. 


Continue to the right, until you reach a 
pit with two spiky robots floating inside it. 5 


Walk to the left and pop open three crates 
with a mask, the first N. Brio token, and s 2 = 
` mh an extra life. Continue walking left, onto the circular 
igh and fall BETWEEN the spiky robots ledge and it carries you back up. 
onto a hidden ledge. : 


f 


@ 


Go to the right and jump over the pit with 
| the robots. Keep going until you reach a "?" 
crate with the second N. Brio token. 


"Go to the right and the second belt. Sfin 
to hit the flying camera as you land. This 
“time, the belts carry you over pipes A 
enemies between them. 


Make a couple of big jumps to the right and 
you reach a conveyor belt that slowly rolls 
to the right. Break open the bouncy and 
arrow crates, then ride the belt to the right 
and smash open the second bouncy/arrow 
crate combo. 


Run left and jump over the two spiky robots 

to another conveyor. This one has a spiky 

robot in the middle, with red pipes on either 7 p 

a J side; jump the first pipe when the robot is Jump across three floating ledges and open 
Go slowly and jump one pipe at a time. Jump moving up, then leap the second pipe before the "?" crate for the second Tawna token. 
onto the circular ledge at the end of the he comes back down. Continue left to the first checkpoint. 

| belts and grab the floating extra life as you 
float down to the next area. 


You can stand on a steam pipe as long as 
ike it's not billowing steam. (Might seem obvi- 
ee — b 1 lik ae 
cae. ous, but we always like to make sure we 
T tbe left of the dheckpoint isa geaming mention thege things) 


Go left past three steam wipes, and RA ‘ 
single pipe, to find an extra life crate. We 
onto the circular ledge it carriesyou 
across toa"? crate with the third Tawna 
token. 


% m Gia & 


This bonus round is simple crate-smashing. Š 
“At the section in the middle, with the stack 

of three crates, make sure you don’t get so ie 4 
"deep" that you can't keep bouncing to the ii 


KENN Tal 


Bounce all the way to the right and save 


right. -o m i i 
4 ont k 
5 y ahs ani eS wA ji eB RU 
S Walk down the stairs to the left and leap 
* wit the red pipes over the conveyor belt. There's 


a steam pipe just before the circular ledge 
at the end of the belt. Let the ledge carry 
you down to the next area. 


across two floating ledges.Walk onto the red 
ledge 


Go to the right and pounce on the three- 
wheeler. Walk down the stairs and bounce 
_off the three-wheeler to get the mask crate 


' k 
F nthe air. and you're catapulted upward into a hug 


stack of crates. Smash all of them; there 
amask crate at the top. 


7 


Fag. 


Wall to the right, acrogs two more floatiñg Ride up to the next ledge, which floats to 
ledges, and jump over the pipes and belts. the right, between two blue and two red 
There's a final group of five steam pipes pper Leap the pipes and'ride acrossianoth- 
just before the circular ledge. er floating ledge to the far right. 


There are two circular ledges and a "2" x 
on the right side. Open the "?” crate for the 
third N. Brio token. 


IT h ITA 
This bonus round is delightfully easy; just 
bounce to the right, across the rows of crates 
and hit the "!" crates along the way. (Be 
gure to hold the jump button for maximum 
height.) ie 


wams 


Back in the level, jump to the lower cir= 
| cular ledge and let it carry you downward. 


They lead to the right, then back to the 
left, and back to the right again, witha | 
hefty stack of extra life crates at the end. 
(ignore the runaway mine carts in the back- 
ground -- they are there just to mess you 
up.) 


Run to the right and bounce up the red 
ledges; break the extra life crate on the left 
as you move upward. 


You should be able to notch a "Perfect" on 
this level in three or four tries at the most. 
No lie. si 


There are three more extra life crates in the 
air just below the end-of-level pedestal. 


Leap over the red and the blue st = 
lars. These pillars are like the Pine? the 
previous level: you can touch the blue, but 
you can’t touch the red. 2 


Walk into the building and pounce on the 


three-wheeler robots. 


a 


AER iS ee 


ma P 


Walk through the door, leap the red and blue pillars, and 
jump onto the three-wheeler. (Don't spin into it or you 
destroy the bouncy crate.) 


aA ae 
And you CAN be zapped by the electric beam that shoots 
between the pillars about every four seconds. 


E 7 i wy 7 
Öpen the mask and bouncy crates, then jump over the AR NA NE 
1 blue pillar. You can go left or right from here; take the right path and open the extra life crate, then make 


several jumps over the green slime. 


There's a red cable on the floor above thefirst checkpoint; 
jump into the middle of it) then jump through the pillars. 
TO eii VEE MAs a 


Leap the red and blue pillars; then jump the slime and hit the 
first checkpoint. 


ʻi 


where you have to land in the middle. Jump past it and You're at another left/right branch; 
open the mask crate. 


a i HX 


Walk down the hill and jump through a second pillar 


a = P Hide behind the left wall and wait for Psycho Boy to laugh, 
go to the right and up the stairs, to a long room with a then run behind the right wall and let him shoot again. 


psychotic gangster shooting at you with his tommy gun. 


Hit the "!" block, then Jump through the two spiky robots when they both move 
smash the extra life and regular crates on the left. Climb toward the walls of the tunnel, steering around either — 
back down the stairs while the TNT crates blow up behind side. 
you. Now, go down the left branch. 


Leap the slime and smash the two extra life crates on 3 

either side of the blue pipe. Go up and hit the second check- x Ay as ee sR = 
Jump up past the first spiky robot and ride the moving plat- 
form to a second robot, and a tricky jump; wait 'til it moves 
to the right, then jump and steer around it as the platform 
you're standing on moves up and down. 


Dispose of the three-wheeler and run past the two short 
shockers on the floor. Open the extra life crate and run 
go through the door. past another three short shockers. 


Make a diagonal Jump over the red pipe next to the slime pit, 


then jump over the two red pipes. 


Keep going upward and break the bouncy/arrow crate 
combo. Walk through the door to find a long bridge of 


Break open the four bouncy crates in the corners of the 


Tf you didn't hit the "I" block earlier, there are only two crates 
in the middle of the slime. Bounce across the crates one ata 
time -- just like you did way back in N.Sanity Beach -- and 
go through the door to the end-of-level pedestal. 


before you jump onto the pedestal to finish. You won't t 
score a "Perfect" because you don't have the blue gem, but 
you'll score it just two levels from now, so turn that frown 
upside-down. g= 


PNN TO 


You start next to a stack of three crates, 
with a bouncy'crate at the bottom. Bust 
'em all and startimoving forward. 


The next stack Öf crdteg has a "2" Grate in 
the middle and TNT at thesbottempbreak: 


w 
the"?" andijump for Wardiacross theiledges 
ag the TN'T explodes. (Spin to strike the 
cameras circling the ledges.) ł 
* 
a 
w 
2 
| 
. i Gena Mo PU i 
: 
ol q Kori Jump onto the floating ledge and jump again, hitting the i 
Oe IR eee A camera with a spin. Make a third jump to the floating | 
At the stack of four crates, break the crate above the arrow, ledge and walk up to the "!" block. $ 
iw then jump over the arrow as the TNT bounces. į 
i 
i 
* f 
$ 


Open the "?" crate for the first Tawna token 
? ; and jump upward twice to the bridge. — E 
Smack it and watch the bridge in the upper- Walk to the right and onto a huge float- 
right corner of the screen fill up with crates. ing ledge with five crates on it; two of 
© Walk back onto the floating ledge and jump contain extra lives. 
to the right. 


IA. -A E 
Break the crates in the bridge as you move back to * 
left, Jump upward twice! pickup a free life, and hit t : 
first checkpoint. 
$ 


Open all the cratesjand pick up the fruit, but get back onto 

the bridge before the ledge falls. (It shakes just a bit before W ak A Fa 

plunging off the screen.) n. à ad a a w 
i as H ) 


rr 


face upward and jump onto the led noving up and downy 
jump when it’s low, then jump ond ledge and spin 
as you land to hit the camera. Í 


Jump left twice and open the "?" crate for the second 
Tawna token. Make three more tough jumps to the left, 
using your spin to hit the cameras. 


By this point, your jumping skills are such 

that this should be the easiest bonus round 
Make two more jumps across two more yet. Just bounce to the right, smashing each A few of the crates have extra lives. Save 
up/down ledges. Open the "?" crate for the crate as you go. your game and admire your playing skills 
third Tawna token. Bonus time, baby! while the level reloads. 


Make it all the way across and smack open 
the stack of four crates, with a bouncy crate 
second from the top. 


the crate. Now, you have to make five tough 

Jumps to the right: first, a series of four 5 { 
up/down ledges, then a floating ledge. There Walls down onto the circular ledge and it 
Gre spiky robots between the third and carries you downward. Jump to the solid 
fourth up/down ledges to make your jumps ledge, then walk left onto the next circu- 
just a bit harder. lar ledge. 


This one carries you to a ledge being circled by two cam- 
eras. 


m w) 
ledge. This one goes slightly down and left. Now, jump left onto 
the up/down ledge, then upward to the second checkpoint. 


Jump across the gap (being patrolled by a spiky robot) and m 


break through the wall of crates. Jump across the floating ledge with spiky robots 


in front of and behind it, which is a tricky task; you'll 
probably take a hit. 


Now, jump right upithe staircase of 
floating ledges to the circuldt ledge at 
the top. It floats ta the right. 


Walk up onto the next ledge. Now, you 
_ have to jump over blue pipes twice, 


» then jump on a flat ledge — to a circular 


go through the door, and stomp on that pedestal. 


Walk off the ledge, up to the stack of 
three crates, hit the middle crate, and 
jump down and right as the TNT blows 
up real good. Walk down the ramp, while 
watching out forthe cameras, and take 
the fruit at the bottom, then jump left 
onto the circular ledge. 


| you to the exit door. Öpen the three 


The ledge carries you to the left. Jump 
over the red pipe and land back on the 
ledge -- not easy. £ : 


Stay on the circular ledge as it takes 


extra life crates, 


Tf you played flawlessly, you're rewarded with an orange gei 
this lets you score "Perfect" on the Upstream level. å 


% 


€ 


PTs NENANA OA 


Theredre two arrow/bouncy crateicombos 
at the start. 


x a = = 
Jump onto aie ramp and take the mask at the top. (The 
mask is originally in a crate, but when you hit the gang- 
ster, you smash the crate open.) 


6 him. 


At the top are two stacks of three crates. 

The stack on the left has two extra lives, 

and the "?" crate on the right has the first a $ 
Climb up the next ramp, jumping the Þar; Tawna token. Climb the next ramp and hit the ga: 
réls along the way. (You might find it eas- erat theater: 

= ier to jump straight up over a barrel instead 
of running forward as you jump.) 


a 


gé 
6 


# 


dl 
a p 
Porrera 


Climb the next ramp and open the extra life crate. 


There's an arrow/bouncy crate combo just after the first 
checkpoint. Crack them both and climb the next ramp, 


sce 
a 


[aul 2 = bua i aa es 
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Start up the next ramp and you'll see (and hear) a bounc- 
ing barrel headed at you. (The pattern is two regular bar- 


rels, one bouncing barrel, two regular barrels, etc.) 


At the top of the ramp are two crates, one 
of them T'N'T; trigger it and climb the next 


eg 5 az. 
IG Ac bounce in ZA EFS ramp. (Watch out for the small gap at the s 
‘a i y: eh ee bottom of the ramp.) Spin into the gangster 
Paces on thescreen, so stand in the ‘safe at the top, but wait for him to throw a 


spots and let them fly over your head. boun cigifiparrel 


Climb the next ramp and hit the second checkpoint. Open 
the bouncy crate and climb the next ramp. 


Now, the only barrels coming your way are bouncing, so your 
placement on the screen is crucial. 


with an extra life sandwiched between TNT; hit the 
a a - = z life and then hit the "?" crate just ahead for the third 
At the top of the ramp is a stack of five crates, Tawna token. 


> 
a 


Note: A helpful hint here is to simply avoid the bounc- 
ing barrels completely -- by jumping and landing next to 
the five crates, breaking them, and then make a mid-air 
move to land on the third Tawna token. 


There's plenty of TNT in this bonus round, so open the crates 


and get over to the right before it blows you up. wan 


q NE 


Climb up the final ramp. Stop at each small ledge along 
the way to let the barrels bounce over you, 


Öpen the two extra life crates and save the game. 


62% COMBE! 


| 10 GEMS. 


es uN ay. 


then make a final crazy dash to spin into the gangster. If you completed this level without losing a life, you get the 
The end-of-level pedestal is just behind him. blue gem, which is crucial for scoring "Perfect" on several other 


levels, A 
99- 


tanh 


Stay in the far left or far right corner, opposite him, behind 
the chair, as he shoots, 


ag PINSTRIPE POTOROO | 


Until you score three hits on him, that's his 
mor n — "pattern": he shoots on one side of the room, : 
then jump and bounce off his head as he runs to the other side, and shoots again. He It's when you start running as he's shoo 
moves toward your corner. always fires in your direction, but if you ing that he can nail you. 
e stay behind the chairs in the lower-left or Ea 
lower-right corners, he won't hit you. i 


ki 4 
noo 


INSTRIPE POT] 


i 


After taking to the floor for a second 
Pinstripe's gun jams, and he struggles wi 
a few seconds to get it working dgainii 


© After taking three hits, Pinstripe starts jumping onto the 
table in the middle of the room and starts shooting. 


EE A, in AEF a Se 
Don't jump too late or you'll be hit by the stray bullets that 
Pinstripe fires as he’s un-jamming the gun. 


| 
| 


After five hits, Pinstripe’s gun jams only 

when he's standing on the table, not on the 

sides of the room, so you have to jump and 
hit him there. 


y ` 


After taking six hits, Pinstripe shoots and breaks the win- 
dows, then he croaks. 


eee 


Take the floating extra lives and walk 
downward. See the fruit dangling in mid- 
air? 


BE TMS. i È 
Keep jumping down onto a third and fourth group of hid- 
den planks; the fourth group is connected to a ledge with 
four "2" crates. Two of them are extra lives. Return to the 
starting point and start heading across the bridge. 


watching out for the warthog 


Jump upward across the bridge, 


no 


and the slippery ice planks. 


Ta 
Past the wall is a series of four turtles that you have to 
use to keep jumping ahead. Bounce on each turtle to make 


it pull into its shell, then jump high off the shell and ahead 
to the next turtle. 


-- is the first checkpoint and the first Tawna token. 


break the crate and jump over the arrow 
steel crate is bouncing into the air. 


After the fourth turtle -- which is cruelly placed on a dark 


plank 


There are more turtles (and a single turtle shell) 
between the first and second checkpoints, several of 
"em on dark, or broken, planks. 


* r going to beat this level. Remember the 
for your shadow, and start flying ahead to SD RDA o 
The second Tawna token is in a"? crate next 
kad | checkpoint. —_ + 


SE- aa! Burs 
right at checkpoint #3. No prob, Bob. No sweat, Chet. No 

j hassle, uh, Rassell. (we think we'll stop now.) i 
H 


i ama Bs ia SP 

| aa LA IRBE 

é: The jumps between the third and fourth checkpoints are 
i mostly across dark planks, 


ke / z j 5 
hit the "2" crate in the stack of three 


fourth checkpoint) Eoc 
y 


then jump on the meta 
str@ight into the air to sma 
thetop of the screen. Th. 

inside. 


will find CHe'third Tawa token. 


In the bonus round, hop along the bottom 
crates until you reach the arrow crate on 
the right, which shoots you upward to the 
higher crates. 


4 = an 
Save your game and check out your sky- 
rocketing completion percentage. 


Ge 
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aud K Ei 
š 7 Make it to the end without dying and you'll 
There's a final brutal series of shell jumps earn a "Perfect." If you missed a single crate, 
Between you and the end-of-level pedestal. it was probably the one hidden above the 
$ TNT checkpoint (Shot 22); that’s the one 


WE kept missing (and missing, and miss- 
ing.) 


Jump left onto the moving ledge, but don't jump left to 
the next ledge until your ledge is at the far left and 
the next ledge is just starting to move right. It’s tricky 
timing that'll probably take you a few lives to get used 
to. 


~ Jump left across two more moving ledges 

to a small ledge with a jailed creature try- 

ing to grab you with its arm. Spin into the 

arm to knock it away. Jump left across two 

© sliding ledges and enter the background 
» door for two crates. 


the crates, 


the door. 


Now, go left and jump over to the circling 
ledges. On the left is a giant bird that slow- 
ly flies up and down. Jump off the bird 
(which croaks when you bounce off it) to 
the circling ledges. The higher the bird is 
when you hit it, the higher your jump. 


Run into the background doors and open 


Ön the second ledge, jump into the background door and 
smash the two crates, (with an extra life) then walk into 
the foreground and drop onto the ledge, when it’s below 


then go to the left and climb up the brown 
stairs. These stairs pop in and out of the 
ledge every few seconds; if you're on the 
stairs when they close, you slide off them. 
Not a problem here, but a large problem later 
in the level, when you'll fall to your doom 
if you slide. 


Jump left across a second bird to more cir- 
clers. When the ledge you're on reaches the 
top of the screen, jump straight up and steer 
yourself into the background door. 


i 
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ledge is below and just to the left. 


Jump left across three sliding ledges, then spin into the 
two prisoners’ arms. Bounce left on the bird and break 
the two door crates, then bounce left across two birds and 
open two more door crates. (The lower crate is bouncy.) 


Tt carries you up to a second set of stairs; wait for the stairs 
to open before you jump across them. 


Break the two crates and then walk out of the door when a 


Bounce left across a bird and break the two crates inside 
the door; one of them has the first N. Brio token. 


H 
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Wait for the stairs on the left to pop open, then climb up them 
to the ledge. 


Climb up and right and break the two crates. Jump left 
from the sliding ledge to the bird to the ledge moving 
up and down, while watching out for the spikes below; 


@ tough little series of jumps. s 


ey ATE e hi 
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Quickly jump up a Series of five diding ledges, then ride 
up the next ledge and go left. Pop open the bouncy crate, 1 
then climb up and hit'the first checkpoint. Not at all easy! 


lump to the salid ass at the’ top, ee, go up and right 
hen the sliding ledge comesjout AND the stairs pop out. 


Jump onto the up/down ledge, then jump deross to the 
| circling ledges connected by a log. These ledges have a 
_ strange movement pattern; the key is to watch the pat- 
tern and know where the ledges are going to move BEFORE N y 3 2 4 
you jump. Climb up ees more ages toan iep/, dia Ba UA quickly 
ga to the right (up the stairs) and spin into the scientist lob- 
bing explosive flasks above your head. 


Next, bounce off the bird and land on the solid ledge. Keep) 
going to the right, bouncing from the bird to the cir- 
cling ledges -- until you reach the door with two crates. 
(The second N. Brio token is in one of the crates anda free} 
life is in the other.) 


Wait for the stairs to open, then go right ont the next circling 
ledges. 


Poses nn inpcmnen 
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Jump across two birds and break the crates 
in the door; one of them is a mask, and the 
other is the third N. Brio token, 


Keep going to the right (we're close tothe 
end, we promise) and spin through the three 
arm-grabbers. 


above them, hitting extrd life crates as 
bound to the right. Therelare easier way 
$ fi 4 j y n A to get extra lives, sure, but that's missing 

1 A ge e A, eH!) the point -- this botius rotnd is a test oftyour 
: 3 í wt Å playing abilities, a way to.gho: ur m 
ever-increasing skills. (Unle; 
away, in which case you suc 
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from here, keep jumping to the right across the ledges and i 
birds, smashing crates inside doors as you go. When you reach 
a group of three birds, you're almost finished. N | " 
There's a flask-throwing scientist guarding the end-of- f 
level pedestal. i 
i m Ja 
\ 
kd 
ki ė 
i 
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Spin into him, then open the four extra life crates and 4 
finish the level. 
é 
If you scored a "Perfect," you also scored the red gem; head ka 


back to the Native fortress for a clear gem. ‘49 
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It's dark and spooky in this level -- how the heck are you going _ 
to make it through if you can’t see anything?! 


There is, of course, a catch -- actually, two. The first catch 
ig that the mask's light starts to fade after a while, so you 
eg peeves i have to find another mask crate before you're left fum- 


OR n 
Get a grip on yourself and pop open the mask crate; sud- bling in the dark. 
denly, your path is lit up by the floating mask. Neat! 


5 z Don't waste time on each jump, since your 
5 3 r, 

Mpe second catch is that, if TOLE Dean mask is constantly growing weaker; keep 
Z Se Bkeacs Lad nee awbich eae eh running and jumping. Pretend you're play- 
eet amade ing one of the levels with a boulder behind os Z 

ge ie 2 ee you -- that oughta speed you up. After a e AeA serie oE ops, you have ONER 
shining brightly behind you, start moving ieie oe meen E Ahe next mask 2 r 7 
forward, making the jumps across the plat- t 4 across green floating ledges that fall a few 
forms. cpare: seconds after you land on them. 


ER 


=e ? F ri 
arvelous. Keep running and jumping forward to the next 


‘mask crate and the first checkpoint. 


Continue ahead to the next mask crate, with 
an extra life crate next to it. 


floating ledges that move back and forth. Mis-time a jump 
and you'll miss the brown ledge and fall. Most uncool. 


The next series of jumps has both green 
AND brown ledges, just because level design- 
ers love to throw new challenges your way. 
Hey, it's their job. Jamp ahead to the mask 
crate with an extra life crate next to it. 


The next series of jumps throws a new 
enemy at you: several red-eyed rats that 
crawl in groups along the ledges. (They look 
kinda like the skunks back on Island #1.) 


or bounce on them -- your choice. 


Keep going ahead to thet Jext mask crate 
and the second hedred 


More rats and more tough jumps lie ahead; forge ahead t 
next mask crate (with an extra life crate next to it). 


s AT 
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Jump ahead, but stop just before the strip of bricks on 
the ground. 


Keep going ahead past a second blade (above the pit), 
a groupiof two blades, Grab'the floating mask to light 
your life. 


I ; z 

You might run out of light just before the end-of-level pedestal, 
which has THREE blades.in front of it, with green ledges I 
between them. Don’t panic; just take each jump carefully. | 
Assuming you have the yellow gem in your possession (doubt- f 

front of you to move, then quickly jump before you fall. ful, since you have to get it in The Lab, the next-to-last i 
level in the game), you can earn a “Perfect” here and you're | 
given the pink gem. Ain't it purty? Use it to clear the Boulder 
Dash level back on Island #1. 


Break the two crates (one is bouncy) and 
go right Kill the siiglie in the boldand jump 
across two floating ledges. 


Kill the spider and jump across the pillars; 
some of them move up and down -- but 
you've handled that dozens of times before 
this level -- and one of them is a torch, some- 
thing else you've dealt with. 


ah 


ae 
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Rill the snake in the hole and run past the spike pil- 
lars. Now you have to jump past a torch and a floating 
ledge to the tunnel entrance. 


Keep going right to reach a group of circling pillars. Jamp 


upward from the pillars to a long row of crates; one of 
them has a mask. 


It's easy to get past the first crushing wall, 


but the group of two crushers is trickier. As k i ; 
Öpen the extra life crate and start going soon as the first crusher slides open, start Now that you're through the tunnel, jump 
through. Remember to watch out for the running forward so that you immediately across two up/down pillars and let the two 
© bats. run through the second crusher. circular ledges carry you to a pillar. 
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Walk left and bounce off the spider to a floating ledge, 
then a stack of three crates. One of them is the first 
Tawna token. 


aS 


Jump downward along the pillars while pausing so that you 
don't jump into the spikes. Then leap from the torch toa 
floating ledge to the first checkpoint. Hit the "2" crate in the 
stack of three crates for the first Cortex token. 
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lars. Jump up and left on the pillars, then kill the snake in Jump left and 
the hole. At this point, if you already obtained the blue gem pillars. Bounce upward off the spider and run through the 
from Toxic Waste, refer to the "Secrets" section for access to second group of spike pillars. 


the secret area of this level. 


Jump up to the tunnel entrance and break 
open the bouncy crate before you move 
inside. (Don’t start bouncing on the crate 
until the bats fly past you.) There are two 
pairs of crushing walls in the tunnel; get 
past them both and jump up to the sec- 
ond checkpoint. 


ay aus 
| ul 


Jump up two up/down pillars to a circular 

ledge that carries you upward. Run through 

the spike pillars, but don't spin into the If you spin into him, you blow up the pile 

snake dbove them; pounce him instead. of crates on the next ledge, and with it the 
second Cortex token inside the "?" crate. 


Cur "te . ; J 
Keep walking left without stopping—because 
y the ledges fall behind you--until you reach 
5 a ledge. Jump down past the spike pillars 
” from the second token, jump left’and up andopen thada tea One, of Tem has the 
_ along the ledges until you reach óne with third Cortex token n ode 
d fruit to its left Immediately walk tothe This bonus round is simple as long as you 
left. Looks like you're going to'walk/into don't panic. Bounce across the crates to the 
oblivion, but a ledge appears under your TNT crate. Land on it : 
feet, 


ay a 
and wait for it to count down to one, then jump across 
to the two "2" crates and bounce on them as the TNT 


explodes, which triggers the "|" block, which creates a 
bridge below you. 


A This time, when the count reaches one, bounce off the 
ot 2 pi. bs -4 ara crate to the right, then bounce back to the left and land 
Bounce across the crates and land on the second TNT crate. on the "l" crate. 


"Now jump to the right along the crates and get the Jump down, through the spike pillars, then 
H key from Cortes. You now have dccessito the sec- walk to the right without stopping; another 
T ond secret level, Fumbling In The Dark. Neat! bridge of ledges\appears beneath you. 
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kg From here, jump up and right along the platforms to ; * 
the next group of crates. 
the arcane ‘bouncy crate combo. Sap north along sev- 
eral up/down piai toa "?" crate with the third Tawna 
token. 
i 
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This bonus round has several stacks of crates 
with a TNT crate at the bottom and sev- 
eral regular crates above it. 


The final tunnel has two crushing walls, followed by three pė 
crushing walls. Get through the triple play and leap to the 

end-of-level pedestal. If you don’t have the blue gem in tow, 

no clear gem for you... try again later! 


The trick is to bust through the regular crates and jump 
Tto the right before the TNT goes off. Not tough at all. There a 


are several extra life crates in the stacks. Get to the far 
right for two more extra life crates and save the game. 5 


Go left and jE i Pa the tt 
cameras, and blue pi pes: Nothing youh 
seen before. 


g 
£ 
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Climb the stairs and walk onto the circular ledge. It car- 
Ties you straight up into the air. 


i 
i 
i 
Y ie $ He $ 
There are two spiky robots hovering next to the floating i 
ledge; wait for the left robot to start moving up, then run 
to the left and jump across the ledges. 


Walk left again onto a third circular ledge, 
z then jump to the right when you reach the 
Walk left onto the next ledge before you get top, and open the mask crate. 


Now you have to negotiate a series of cae 
smushed into the red pipe above you. 


veyor belts. The first belt takes you to the 
right past a few pipes (blue and red); 


Ea fe 


Spin = them and work your way to the bottom, e 
then walk right, and hit the first checkpoint. 


then you ‘al down mJ smaller and smaller belts, with f 
red pipes om both sides and flying cameras in your path. 


Jump right onto the circular ledge, which zooms straight Fen up Tasa left Z the ZOR TS if you wait to walk ont 
up. Walk right onto the next ledge before you touch the it, you'll still hit the red pipes. 

red pipes. Jump left to the next ledge, then jump right to 

the third ledge. 


which carries you up to a solid platform 
with extra life and mask crates. 
Walk forward onto the fifth ledge, Go left along the steam pipes, 


co K 
Jump right over the red pipes, and bounce 


off the three-wheeler robot to clear the 
group of four pipes. 


‘Walk: onto the red ledge to $hoot up and cal- 
lect 4 bunch of fruit. 


Continue on to the second red ledge, which shoots you 
| up to six bouncy crates. (Hold the jump button as you soar 
off the red ledge to get enough height to reach the crates.) 


7 
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Walk right and climb the steps onto the four red ledges. They Walk to the right, and bounce over the three-wheelers; 


shoot you up to a floor on the right. 


ue to the right, and go down the stairs 
to the second checkpoint. 


* 
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then bounce back to the left, and start 
bouncing from left to right, breaking crates 
as you go. If you don't hit those high crates 


Get through the two conveyor belts with 
red pipes (and a single spiky robot). You end 
up in a spot with a huge row of crates to 
your right, and several extravlife crates 
below them. 


Here's the hard part: 
crates in the middle firs 


i Tt carries you up to a small solid ledge. Wait 
i » fora large ledge to float down on your left. 


first, you won't be able to bounceallthe Walk right o gue the conveyor belt aaa scoot Jump on it, and spin into the flying cam- 
‘way across without falling -- and you won't past the two spiky robots, jumping to the » eras as you float upward. i 
score a "Perfect" if you skip any crates. ig: 2a the cincular ledge. Gal i 


Át the top, go left, and jump over the red pipes. When you 
reach the steam pipes, go across them one at a time, wait- 
~ ing for the steam before hopping to the next pipe. 


Sar 180% COMPTE " Jhe 
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There are a few final obstacles: circular ledges that float cade 


red pipes. Jump the pipes -- and bounce off the three-wheel- 
er on one of them -- as you float to the left and to the end-of- 


level pedestal. Perfection! And, a clear gem to boot! 


His name is Dr. Nitrus Brio, and he has two 
screws in his head, Momma always said it 
wasn't a good idea to mess with someone 
that has screws in his head. Then again, 
Momma hasn't seen the bandicoot babe Sues ora i 4 
you're trying ta rescue. Let's rock! Here's the 411 on N. Brio, for starters, you 

can't try a direct attack: when you get close, 

he holds up the beakers in his hands, 
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j Instead, at the start of the battle, run to the very bot- f 
and if you try to spin or jump into him, he smashes the tom of the room. Brio starts out by throwing a single green 
* beakers together, injuring you in the explosion. beaker at you; x 
= 


The slime will bounce three times, then it 
will lie still -- wait for this to happen, jump 
it smashes into the ground and spawns a on the slime and the ol’ Brio-spank-ometer 
green pool of slime. drops a notch. 


Now, our friend N. throws a red beake 


directly at you; thi Jone explodes when it 


hits the ground, so rän and jump either left 
or right as he tosses it to dodge the/blast. 
Brio tosses two green beakers, which turn 
f into two green blobs; bounce on them both. 
f Then he throws three red beakers; avoid This really annoys Brio, who lobs a whop- 


H them, Grasshopper. Brio throws three green ping six red beakers at you. Keep moving 
beakers; Kill all three blobs. from one side to the othe®, and jump in the 


© s opposite difëctid® when you reach either 
eh 7 side of the screen. f 
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“a This turns him into a very large, very ugly, and very 


Tired of attacking you with his gelatinous minions (the big- 
word way of saying "green blobs”), Brio mixes his beakers and gree monster. 
drinks the combined potion. 


then jump into Brio's head when he gets 
close. This hurts him and knocks him back. 
Stay at the bottom of the screen, in the mid- Jump into his head three times and you're 
dle, and wait for a brick to fall from the a@ winner. Momma said knock you OUT! 
ceiling. Jump on the brick, 


iy 
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This is the final "real" level in the game, 
and it's a doozy. Hitithe™!erate to open the 
door -- something you'll be doing a lot as 
you proceed. 


the next door, but wail until the trap i 
the floor iopen! This way, the Bd 
es as the door opens. The entis 

with timing “ptzzles® TE ond 


Hit the "?" crate e for the first Tawna token and run past 
the electric pillars; they shoot three beams, pause, and 
shoot again. (Guess when you should run between them?) 


Hit both the "l" crates at once to close the trap and open 
the door at the same time. (Stand near one of the crates, 
spin, and move toward the other crate to hit them both.) 


Hit the "?" crate for the second Tawna token, 

hit the "!" crate to close the trap door, and 

run ahead. Jump over the gap and you land 
` on a long ledge. A yellow blob appears at 

the end of the ledge; jump into the air, and 

land on the blob to squish it. Jump across Open the first pile, which has a 
_ the gap, hit the "!" crate, and jump through inside it, 

the door (and the electric pillars). 


Now you're in a room with two piles of crates. 


Open the extra u crate, jump the gapi and hit the "2" © 
crate for the third Tawna token. 


 ethemopen the second pilêg which has a TNT crate, so you 
definitely» sshouldn' tispinilinto it (doh!). When the TNT blows, 
hit the "/" crate, and run through the door. 


Hit the "l" crate, and jump through the door. 
See the bespectacled scientist on the other 
l side of the gap? 


He has electric hands that crackle with 
energy every few seconds. 


There are'two ways to get past him. The 
first is to jump across the gap right after 
his hands crackle, and spin into him. This 
knocks him back a bit, and it takes him a 
moment to shake off the blow. 


ba Ges ; 

` Very satisfying, but difficult to do without geti i 
; Wait for him fo barely finish recoyering, then spin into A gaie i a E ete 
hima second time. Hit him a third time with your spin to land behind him. Jump too late, though, and We'll nuke 
_ to knock him off the ledge and hear his pitiful scream. ya anyway. If you DO get hit, just keep going forward 
and leave him behind, instead of trying to Kill him. 
However you scoot past the dude, jump to the two "/@erates 

and hit them both, then run throtigh the doors 


J at on Ke 
Hit the “!” crate, and run across the closed trap door. A 
yellow blob appears in the next room; 


dd is 


Sit SSS 3 Eri. ROSE 
Jump the gap, hit both "!" crates, and walk through the door. a 7 
Jump the gap, spin into the flask-tossing scientist, and hit the We PAY on E; TE ss wy 
pereLand onlyicheck pcre Hit the "I" crate and jump through the door. Run acros 
the trap door, hit the "!" crate--which is sometimes bur: 
underneath TNT crates -- and go through the next doo: 


Tf the "l" crate does have TNT around it, you need to trig- 
ger one of the crates, then jump down and right or left 
onto the narrow ledge until it blows. Walk through the 


door, and take the extra life. 


a 


Jump over the gap, hit the two “!"crates, 
and go through the door. In the next room, 
there's a "!" crate in between several elec- 
tric pillars, and a yellow blob at the oppo- 
site end of the room. Get to the "!" crate and 
bounce onto the blob; as long as you're next 
to the crate, no more blobs will attack. Hit 
the "!" and jump through the door. Open 
the extra life crates, hit the "!" crate, and 
run through the next door. 


rs a 


and up to the pedestal. 


Run straight ahead, and wait for the trap 
door to close, then jump on it, and run ahead. 
Hit the "l" crate, and go throug. the final 
door. 
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If you notched a "Perfect," you got the sixth and final colored 
gem -- this one’s yellow. Now cruise to The Great Gate, and 
whack every crate. (I'm a bad poet, and I certainly know 


3 : it.) Ör, better still, move to Lights Öut and snag that purple 
Bounce off the second TNT crate to the third TNT crate gem. 


Hit the "!" crate to walk across the closed trap door and 
spin into (or jump around) the shocker scientist. 


All that’s between you and the end-of-lev 1” 
‘pedestal are three TNT crates. 


The Great Hall doesn’t even 
count as a level, really; it's just 
a branching path to the two 
endings. If you jump straight 
ahead onto the end-of-level 
pedestal, you'll move on to the 
final level and the final bat- 
tle with Dr. Neo Cortex. Defeat 
him, and you get the regular 
ending. 


Whee here i it is. The final battle. The big TEE down. 
Crash Bandicoot vs. Nutty Professor. You stand perched 
atop Cortex's blimp, while he flies through the sky and 


shoots energy bolts at you. Cortex has a different attack 
pattern every time you hit him, so we're going to walk 
you through each. 


taken any damage, Cortex fires at you with 
this pattern: two purple bolts, one green 


i 
At the start of the level, when he hasn't w 
bolt, repeat. 


Avoid the two purple bolts, and spin into 
the green bolt to shoot it right back at Cortex. 


= P t 
The blue bolts don't fly at you immedi- 
ately; instead, they fly at you from the si m 


After taking his first hit, Cortex uses this 
pattern: one purple bolt, one blue bolt, one i x 

purple bolt, two blue bolts, two green. bolts, eisthe screen Enna R ct low: 
repeat. 
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When you hit a second green bolt, the two bolts co: 
and then smack into Cortex. 


fou can simply walk under the high blue bolts, but you 
ave to jump over the low blue bolts. When you hit the 
irst green bolt, it doesn't strike Cortex immediately, 
‘but floats in the air above him. r saa 


You have to hit three green bolts before they 


w form an energy ball strong enough to hit 
After taking his second hit, Cortex uses this _ Cortex. 
pattern: one purple bolt, one low blue bolt, 
one high blue bolt, one purple bolt, one green 4 


bolt, one purple bolt, three zig-zag blue bolts, - 
two green bolts, two purple bolts, repeat. 
The zig-zag bolts come at you from the sides 
of the screen, zig-zagging up and down, 
$0 you have to jump over them while they're 
Tow, or run under them while they're high. 
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Bat EEA, AMIS and a long list of programmer credits. Cool, but not super- 
After taking his fourth hit, the nearly-dead Cortex foolishly cool, you say? That's because you need to earn the game's li 
starts firing nothing but green bolts in your direction. special ending by playing until you find all 26 clear and $ 
i 


colored gems. Check out the "Secrets" section at the back 
of this fine publication for all the de’ts. 29 


There are three types of bonus rounds in Crash 
Bandicoot: Tawna, N. Brio, and Cortex. To enter 
a bonus round, you have to collect three tokens 
during a level; each token looks like the puss 
of Tawna, N. Brio or Cortex, respectively. 


Á few levels have two bonus rounds, and 
a few levels have NO bonus rounds, but most 
of them have one. In each bonus round, you 
start on the left side, 


and have to work your way to the right by 
bouncing along the crates in your path. 
Every type of crate in the game shows up 


in the bonus rounds: bouncy crates, arrow 
crates, TNT crates, you name it. 


And, while you can move up and down during a bonus round, you 
shouldn't, because you'll fall to your death; just move left and right 
to stay on the crates. The Tawna bonus rounds are the easiest in the 
game, and the most plentiful -- you'll find Tawna tokens in rough- 
ly half of the game's levels. 


Each Tawna round has at least two extra lives and, if you make'it 
through the round without dying, you can save your game. 


Ce tg 


5 k 
The N. Brio bonus rounds are more diffi- 
cult than the Tawna rounds -- there are 
more TNT crates to deal with, and the jumps 
you need to make are more precise -- but the 
reward is more extra lives (up to six in some 
rounds). You don't get to save your game if 
you make it through without dying, though. 


The Cortex bonus rounds -- and there are 
only two of them in the game -- are how 
you earn the game's two precious keys, 


which unlock Crash Bandicoot's two hid- 
den levels (see the "Hidden Levels" sec- 
tion for more info). 


The Cortex bonus rounds are the most difficult in the game, but obviously worth the effort. If you don't get the keys, you can't open up the 
hidden levels, you can't earn two clear gems, and you can't get the special One last note about the bonus rounds: you do NOT need to 
destroy all the crates in a bonus round to score a "Perfect" in a particular u have to destroy all the crates in the level itself, but NOT 
the bonus round. This game is tough, but not THAT tough! 
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There are two types of secret items in Crash Bandicoot: gems 
and keys. There are 26 gems in the game, one for each and 
every non-boss level. To earn a gem for a level, you have 
to score a "Perfect" in that level. And how do you score a 
"Perfect"? By playing through the level from start to finish 
WITHOUT dying once, and by smashing ALL of the crates in 
the level (not including crates in bonus rounds). 


èa? 


Most of the gems you obtain are clear gems, but six of them are 
colored gems: green, orange, blue, red, purple, and yellow. (A blatant 
rip-off of the colors in Lucky Charms cereal, but I digress.) Why 
are there colored gems? Because in several of the levels, there are 
special colored ledges that don't appear unless you have the match- 


ing colored gem. 


6S z S 
When you return to this level after collecting 
the green gem, the small green ledge is now a 
huge green ledge that carries you upward to 
three otherwise unreachable crates -- which 
means you can now score a "Perfect" in the level. 


Okay, now that you understand the crazy gem thing, let's talk strategy. Whi 
areas in levels where you need a colored gem to score a “Perfect.” Refer to both t 


in the specific island/level strategies. 


j À \ z | 
| SSKA BOT J00 MISSED si 
ear So BOXES: ? 
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2° Peys, 
If you play through a level 2 4 


then the game tells you exactly how many 
crates you missed, as each one smashes down 
upon poor Crash’s noggin. 


don't smash all the crates, you 
ranking; 


A fine example is in Jungle Rollers, the second level in the game. 
As you approach the first checkpoint crate, you see a small green 
ledge floating nearby, but it disappears as you get closer. 


tea 
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you get all 20 clear gems, you can make 
a large red door, behind which is 
ot's super-de-duper special end- 


In other words, as you collect colored gems, you 
have to revisit earlier levels to obtain "Perfect" 
scores and earn clear gems. 


Bre mini-walk-throughg for the hidden 
and the regular walk-through(s) found = 


Din 


_GEM(S) NEEDED TO 
| ACHIEVE "PERFECT" LEVEL(S) 
Green Jungle Rollers, 


Castle Machinery as iit. e 
Orange Upstream Play through the level until h th 
Blue Rolling Stones, Cortex gee checkpoint. Tae g » 


Power, Jaws Of Darkness 
Ted Native fortress, 
Road To Nowhere Jump on the large green gem 
Purple Boulder Dash 
Yellow The Great Gate, 
Lights Out 


and let it carry you up to an arrow crate. 


x gi m MA, 
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to smash the three extra life crates in n the 
air. 


e- = 


mi. level to earn a "Perfect." 


Walk to the far left and c 
then bounce up the arrow 
on the right as you bounce up 


arn di ~ -a 
When you reach the wooden ledge at the top, 
go to the right -- until you reach a snapping 
flower next to an arrow crate. 


Play through the level to the end-of-level 


pedestal and jump over the yellow gems to the 
left. 


= = = a 


Jump back into the foreground and smash the 
arrow crate, then continue to the right until 
you reach two crates. Smash the regular crate 7 

on the left and jump from the arrow crate to Walk to the right, snagging fruit, until yow hit 
behind the fence. an obstacle; do a spin to break the unseen extra 
life crate and keep going right for a few more 
fruit. Now, return all the way back to the left, 
jump back to the foreground, and break the 
arrow crate. 


a 


Pounce on the flower, then jump off the arrow 
crate and steer BEHIND the background fence 
to grab an extra life. 


i a a 
Bounce to the right, off the torch, and pounce 
on the native with a spin jump from above. 


a: 
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Break the crates ite right 
a 


ie) — 
Keep walking to the right, bouncing across torch- gy oe met WS 
es and pouncing on natives, “until you reach the far right side of the level. 


as you jump up to the end-of-level pedestal. 
Perfect! 


Play through the level until just before the 
second checkpoint crate, on the mossy hill. 


There's an extra life crate in the middle of 
the row, obscured by the hill. 


aN 


6 


to a second end-of-level pedestal. 


then up, until you reach a long, horizon- 
tal, row of gems under the hill. 


and it carries you upward to a new area. Jump onto the second orange 
en ride the leaves and jump across the green and blue flowers 


eN 
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Smash the crates along the way to make 
sure you earn a "Perfect." 


carries 


Jump onto the ledge and it ci 


you down into a secret chamber. 


> a 3 -A 
Play through the level until you reach a pit with a blue gem inside 
it 


e 
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ji h : iL - Pee f Return down and ride back up to the main level. 
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Walk forward and open the half-dozen crates (three are extra lives). 


m o 


ae RE 
vel and you're perfect, baby. 


Native fortress 


Red Gem_ re 


Jump up Rie next few red gems to an arrow 
crate. 


eet 


he 
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Play re the level, until you reach a red 
gem next toa torch. 


Crack the crate, and then jump to the right 
along the cloud “ledges,” 


breaking two more crates as you go. 


Now, bounce upward along several arrow crates, 
until you spot an extra life crate atop a fluffy 
cloud. 


You'll reach an extra life crate on the far 
right side of the screen; 


bounce off it, and steer back to the left to land 
on the cloud, instead of falling and dying. 
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Continue upward, and bounce off the arrow : ma -10 i zo an i res £ 
crate to destroy a huge stack of crates; there's $ i 
an extra life in the highest crate. ow : vo d te ee 2 hts <u 


Finish the level, and enjoy your hard-earned 
“Perfect.” 


it carries you down into an extreme- 
ly cool underground chamber 


Play through the level until you reach the 
end-of-level pedestal. 


with a wild color scheme that makes it look 
like it's lit up with black lights. 


then bounce off the two arrow crates for 
two extra life crates. 
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You run the risk 0 d eoria the arrow 
crate and you won't be able to access the 


_ Jump onto the end-of-level pedestal for 
crate above. 


your sweet "Perfect." 


six extra teehee, eee Te 3 ` ay aie 
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Red Gem 
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Jump on the gem and it carries you to the 
right. 


Jump across to the right, 


Play through the level until you reach a 
large red gem, next to the third checkpoint. 


wpe 


til ach a led ith TNT and ates. 
E Oo ge ee es Walk to the far right and head-butt the TNT crate from below. 
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Now, walk right and bounce off the crate, 
onto the "ledge" of metallic crates. 


After it blows, walk to the left. Bounce off 


the plain crate and spin into the "!" crate, x i 
without hitting the TNT. Stand on the middle crate and jump straight 
up. Stomp the hidden "!" crate 


and create a stack of four crates: three extra 
lives and a mask. 
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When you reach the end-of-level pedestal, DON'T jump on it. Instead, 
ride the red gem over the pedestal. 


Make a huge jump forward to land on TWO hid- 
den planks. 


Break them all and return to the left. Head- 


butt the TNT and let it blow up both crates. 


Now, jump back to the left and walk onto the 
red gem, which carries you back to the bridge. 
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Now, walk forward until a single plank appears under your feet. 


» ap he 


Return to the pedestal and jump on it to snag 
your "Perfect." 


Keep making huge jumps upward, until you 


reach a ledge with the final two crates. Two 


extra lives -- how kind. 
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Play through the level (using the path 
we describe earlier in the book) until you 
reach the two extra life crates on both sides 
of a blue pipe. 


left. 
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Go down from the left side of the blue pipe, 
jumping the slime, 


then jumping past two spiky robots. (You 
can stand under them and wait for a good 
jump.) 


Keep going downward to a left/right fork with a blue gem on the 


ar ue: 
ae playing through the level, until 
"you reach the blue pipe just before the 
arrow and bouncy crates near the end of 
the level. (If you reach the crate bridge, 
you've gone too far. Walk back down to the 
blue pipe.) 


p : : ee i eee ge 

FF | at > n A i. ff, and butt-up against the blue pil- 
Walk around to the left side of the pipe and ; it for both to go off, then jump past 
wait for the blue gem to float up to you. 


Walk on the small ledge, until you see the 3 
jump down, but if he's on the right, walk forward and wait for 
the ledge to reset itself so you can try again. 


# 


Continue downward, past a small slime pool to a big pool with a spiky 
robot. 


Play through the level until you reach the second swinging blade; 


= ame. 


em 


[t 
| 92% CO 


pot Re ae 
Tomais, met: z 
zo la 
Fia me | 
4 Mean aa 
Ce E h, i 
oe Aka | j ii 
ih pe Se Nall 
ORS = St 
a aK ps Ei 
i gece a 
A a 


oe ammar O E a o 


there's a yellow gem in the pit. Jump on the gem and it carriage 
you upward (dig the awesome rotation!) 
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em and hop on the end-of-level pedestal 


x af 
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You don't need the green gem for a "Perfect" here, but wh 
do is finish the level in a hurry and rack up almost 36, 
the process. At the start of the tes y 

gem to youe left. 3 


then ‘dune on the next green gem. 


Walk to the right to take all 27 of them, 


pedestal for a very easy fini 
didn't break a single crate. cael 
you load a saved game, so you can grab 
ou tackle any other levels. 


i ~~ S 


Play through the level, until you reach a 
_ 


A 


blue gem next to a single crate. 
FD a E o 


Walk onto the gem and it floats downward 
to a ledge with several crates, including a 


mask. 


D 
Break them and the two steel crates will come together. Jump on i a 
top of them and head-butt the hidden crate above. ER 


Jump downward across the blue gems, 


to a ledge with a snake and a 
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and then up and left to a ledge which is absolutely covered with fruit 


crates. 
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Break the bottom, free life, crate, then jump and break the top, 
free life, crate, and start jumping right on the gems before the 
TNT explodes. 


At the next ledge, bounce upt 
~ the extra life in the air. 


(The key doesn't appear at Sunset Vista on the map screen; it appears 
at Boulder Dash, which is the level connected to Whole Hog on the 
map.) 


Let's move on to the keys. There are only two of these golden unlock- 
ing devices in the game, and they're earned by beating the game's 
two Cortex bonus rounds (see "Bonus Rounds"). The first Cortex bonus 
round is in the Sunset Vista level of Island #2; beat it and you earn 
a key that lets you enter Whole Hog, one of the game's two hidden 
levels. 
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The second Cortex bonus round is in the Jaws Of Darkness level 
on Island #3; 


m~ 


you earn a key to Fumbling In The Dark, on Island 


volume 1+ Issue 10+ Semtember 1996 


W Low PI 195 


$ 

$ 

NAMCO'S g 
NG GAME ... k 

we DANY ON peta A K 
J9 

Pea ay 


For only i9" you can have 
12 issues of the pest, the 
ONLY monthly dedicated 
layStation magazine. That’s 
66° OFF the cover price! 
BUY WAIT! THERE'S MORE: p 
GET A FREE STREET FIGHTER ALPHA STRATEGY GUIDE 
WITH ERCH SUBSCRIPTION! Ve 
ALSO AYAIZABLE FROM DIMENSION PUBLISHING: 


TEKKEN 2™: THE OFFICIAL STRATEGY GUIDE AND 
RESIDENT EVIL™: THE OFFICIAL STRATEGY GUIDE 


ORDER DIRECT 
AND SAVE BIG! 


To order by mail, send a check or 
money order made payable to: 
Dimension Publishing 

1175 Chess Drive, Suite E 
\ Foster City, CA 94404 
Specify SFA, Tekken 2, 
Resident Evil or Subscriptions 


Back issues available. 
Call for pricing 


Allow 6-8 weeks for delivery. 
CA residents add $0.66 sales tax to 
strategy 
Subscri iptions to Canada and 
Mexico add $10.00. 


Credit Card Orders, Call 


=== (415) 372-9489 E o—, 


STREET FIGHTER ALPHA AND RESIDENT EVIL ARE REGISTERED TRADEMARKS OF CAPCOM CO.. LTD. ALL RIGHTS RESERVED. TEKKEN 2™ & ©1994. 1995. 1996 NAMCO. LTD. ALL RIGHTS RESERVED. 


As with Hog Wild back on Island #1, this is a 
level you'll need to play repeatedly before you 
know how to beat it. But for those of you with 
REALLY bad memories, here's how to steer 
through the level unscathed. (And don't for- 
get to smash into every crate along the way. No 
"Perfect" otherwise.) 


# 


Crash Bandicoot has two hidden levels that you can’t play until you beat 
two very hard bonus rounds in regular levels. (See "Secrets" for more info.) 
Here are walk-throughs for both, because we're nice that way. 


From the start to the first checkpoint: left, 
right, left, jump, right, jump, left around 
the native, 


run under the roasting pig, run under the roasting pig, 


8 a 
hit the checkpoint. 
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from the start, hit the mask crate and walk 


fe ee 


Jump through the door into the next room, 
. angling to the left or right side. (This is one 
of the tougher jumps in the level!) 
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Jump diagonally, down and across, into a 
second room with four crates -- two extra 
lives and two masks. 
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Smash 'em all open, then jump back to the 
z A 3 start and walk forward. 
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There are three crates, with two masks and 

an extra life. % 
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up to the first mask crate. 


After that, it's a tasty combo of green and 
brown (moving) ledges until the second 
mask crate. 
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There's one jump where you need to wait 
for a brown ledge to move towards you while y 
the blade swings to either side. The next series of jumps is along green 
a oa ‘ledges with blades in front and in back of 


es aie There's one more jump after that before you 


prós hit the mask crate. 
| - 
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Stand and wait on the green ledges as long as 
you can before jumping ahead. 


Jump and spin into t is evil critter, then con- 
tinue through o blades to the next 
mask crate. 


ag S 
You'll also run into a spider, then two spiders, 
then a new and more aggressive spider that 


attacks you. 


You'll have to bauncajets piiders twice in ihis 
negt section to make jumps. 


Wait for both of then to Swine: Titre you 


jump past them. ae 
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Between the spiders ig dicky jump with two | & Ln is 
blades swinging next to each other. i| After the cand spider i is + 
| point. š 
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Spin into the rats to hit the 
of you and re-light the 
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Man, what a nasty level! ... -pitoi ‘re per 
aren't we? ees 


There are two endings in Crash Bandicoot: the regular ending, when 
you defeat Dr. Neo Cortex, and the special ending, shown when you col- 
lect all 26 gems and go through the door in The Great Hall. Assuming 


special ending. Kick back, take a load off and enjoy the fruits (pun FULLY 
intended) of your labor... 
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you've done everything as documented in this guide, you have earned the © 
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they are not lost permanently. 
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No profit is made from these scans, nor do we offer 
available from the publishers themselves. — 

If you come across anyone selling releases from 
this site, please do not support them and do let us know. 
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